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-.Nothing is off limits. Nothing is 


impossible. Drive any vehicle. Use 


any weapon. Destroy anything and 


everything. You are a mercenary in 
a completely interactive battlefield 
environment and the only rule is 


this: there are no rules. 
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___ registered trademarks of Oddwork 
% and “Challenge Everything * are trad 
KBOx's Xbox and the Xbox Logos are either re 

Ail other trademarks are the pro 


_ Oddworld Stranger’s Wrath and the Oddworld ve are trademarks or 
and/or other countries. Electronic Arts, EA, EA GAMES, the EA GAMES logo, 
rademarks of Electronic Arts inc. in the U.S. and/or other countries. Microsoft 
trademarks of Microsoft Corporation in the U.S. and/or other countries. 
_ EA GAMES™’ is an Electronic Arts™ brand. 


outlaws. ‘n Be N« minions ‘if Se gonna sles around here. 
Hitech up = boots, Stranger, it’s time ta make @ name fer yer ‘self. 


Git on over ta eagames.com. Yer hunt begins January 26th. eee 
Challeng Everything” 


Ds rt) 
ie 
My 
ah 


) 


a 


«|. IGHT CONTROLS, SLICK GRAPHICS... 
) AND MORE SCRIPTED VIOLENCE THAN EVEN 
| WE THOUGHT POSSIBLE.” — IGN 
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As a member of the 
Xbox Nation, you too, 
have a forum in which 
to share your voice. 
Send e-mail to 
XBN@ziffdavis.com or 
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Xbox Nation 

101 2nd St. 

8th Floor 

San Francisco, CA 
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And yes, the letters 
are answered by a real 
human being... 
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All | can say is wow. You guys covered Halo 
2 better than any website or mag. Truly, 
No. 1 you are. The sexy white cover with 
Master Chief made me yell out “Jesus 
Christ!” which made a lady at the 
mailboxes look at me very strangely. Keep 
on pumpin’ out the goodness. 

Simon Hergott 


<BOX NATION 


WWW.1UP-C 
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| heard the bad news that Halo 2 has been 
leaked. Many Halo fans, myself included, 
have done our best to support Bungie and 
avoid the pirated copy as well as spoilers. 
Piracy has affected Doom 3's sales, 
delayed Half-Life 2 by 12 months, and now 
may have ruined a good story for Halo 2. 
Even though this is a French copy with no 
Xbox Live capabilities, | already know its 
effects are snowballing. 

| just wanna say to the readers that it’s 
real easy to support Bungie. Just don’t 
download it, don’t distribute it, and then 
buy the game. Real simple. | hope you 
good folks at Xbox Nation can pass this on 
to your readers, maybe as an article in 
your next issue. 
Bill Salem 
Calgary, Alberta 
Canada 


Don’t copy that floppy. Xbox Nation 
wholeheartedly agrees. 

And the only good pirate is a salty, 
shanty-singing buccaneer with a peg leg, 
unceasing thirst for grog and burying 
treasure, and a red overcoat topped with 
a chatty parrot. Yarr! 


Hey there, guys and gals. It’s not like I’ve 
been living in a cave. I’ve heard of these 
fancy-dancy “consoles” and all the fun 
games that you kids can play on them. 
Heck, | even own one—goes by the name 
of Xbox. As a matter of fact, every once in 
a while, when | get some free time and my 
daughter goes to bed early, | even get to 
play games. Star Wars: Knights of the Old 
Republic was one that | was taking my 
good old sweet time finishing. 

See, when you don’t have much time 
to play games, you necessarily take 
longer to finish ’em. Anyhow, | was 
perusing a recent issue of your fine 
publication and stumbled upon an article 
about the upcoming sequel to Star Wars: 
Knights of the Old Republic. It was really 
interesting, a fine piece of writing, right 
up until the point that you SPOILED THE 
STINKING END OF THE WHOLE FIRST 
GAME! Thank you very much, XBN. May 
you forever be chased by dogs with bees 
in their mouths and when they bark they 
spit bees at you... 

Sincerely, 

Didn’t Know | Was Revan 

Aaron McConnell 

P.S. Hey, you know that movie with Bruce 
Willis? The one with the whispering and 
the kid and the dead people? Listen, 
shhhh, I’ve got a secret...he was dead the 
whole time! 


P.P.S. Revenge is mine! 


Well, Aaron McConnell, you'll be glad to 
know the woman in The Crying Game was 
a man, Soylent Green is people, and 
Rosebud was a sled. 

For the record, young padawan, Star 
Wars: Knights of the Old Republic was 
released on Xbox in the summer of 2003. 
Not to be jerks or anything, but there’s 
probably a statute of limitations 
regarding plot secrets for a game that’s 
more than a year old, is one of the most 
heralded game titles around, and has 
sold well in excess of one million copies. 


| have an idea for a game Main menu that 
would work perfect for a game like Fable 
(and other RPGs). Instead of creating a 
profile like in Halo and other games, you 
would create a book. You would be able to 
name the book, and when you turn on your 


od ee oe 


INBOX 


“WHAT KIND OF WORLD DO WE LIVE IN 
WHERE HALO 2 GETS MORE PRESS THAN 
THE NEW PARIS HILTON VIDEO?” 


Xbox, you would pick which book you 
wanted like you pick a profile now. 

There would be a bookcase, and the 
books, or profiles, would be selected from 
here. Pressing Start would open the book, 
accessing the Main menu. Selecting things 
like options would turn pages. Selecting 
Start Game would turn to a page number, 
depending on how far you were. The book 
would have 100 pages. Turning to page 10 
would mean you had completed 10 
percent of the game. The page you turned 
to would have a picture of the screenshot 
when you saved it. It would be in a 
medieval art style and turn into real style. 
Also, your book would change according 
to your alignment. If you were evil, it would 
look like an evil book. If you were good, it 
could be golden, and if you liked to cast 
spells, it would be like a spell book. 

Diedra Hutchcraft 


Yes. 


SEPARATED AT BIRTH 


Is it just me or does Simon Cox, XBN’s 
editor-in-chief, look a lot like Paulie Shore, 
self-proclaimed weasel? 

Tim Markel 


No. 


FABLE TARNISHED 
After reading your review of Fable in the 
October 2004 issue [#19], I’m wondering 
what the hell happened. It came across as 
a defense of the game, anticipating all the 
flack it’s been getting since it came out. |, 
for one, was really looking forward to this 
game and had a favorable impression after 
playing for about 10 hours that slowly 
turned to disgust and rage at about hour 
19, when | realized | was about ready to 
finish the game. There is no way in hell 
this game deserves a 9 out of 10! 

At best, the game deserves a 7.5. Points 
should be taken away for it being too easy 
(at a certain point, it becomes almost 


impossible to die) and too short (I'ma 
mediocre gamer who puts in less than 10 
hours of playing a week, and | beat it in 21 
hours, finding everything), plus the quest 
is kind of confusing after you read the 
books, because they took so much out of 
the game. Who cares about dragons, a 
singing sword, and the North if it’s not 
accessible anymore? There are so many 
details wrong with this game that it simply 
doesn’t deserve such a high score. 

Which brings me to one last thing. At 
what point in a game’s life are you guys 
doing the reviews? Do the reviewers play 
through the entire game (I kind of doubt it, 
since you are posting reviews like two 
months before the game is on the shelf) 
or just bits that the development 
companies let them play? 

You are reviewing games, and many of 
your readers are basing purchases on your 
reviews. Fable is a prime example of why a 
game should be played through in its 
entirety before a review is posted. Had | 
known that this game was so mediocre 
and easy, | wouldn’t have wasted the 
money on buying it and just would have 
rented it instead. 

Tony Bussert 
Seattle, WA 


It’s XBN’s policy to only review finished 
copies of Xbox software. And in the case 
of Fable, it’s to be expected there will be 
some debate about its artistic merits. 

As for the review itself, it was written 
after the game was completed twice. 
Which comes out to about 357 
decapitations, 42 marriages, 56 divorces, 
34 chickens punted into next week, and 
1,121 bandits killed by a pasty-white hero 
in Union Jack underwear. 


ABNORMALITY 

| should be like a normal kid and discard 
these ideas, but | have noticed that in the 
introduction to Fable, when the mighty 
hero comes and stabs the white void and 
has it blown up in his face, it is really a 
metaphor for the rise and fall of Fable. The 
warrior is Peter Molyneux, his weapon is 
Fable, and the white expanse is the 
market of RPGs. When Peter tries to make 
his mark, it backfires, as the project was 
too ambitious for its own good. 
Interesting, no less. 

Brad Kraus 


Who said Fable backfired? 


SSX’S SLIPPERY SLOPE 

| e-mailed Electronic Arts with no result. | 
was wondering if you (with all your various 
and incredible resources) could find out if 
there will be an SSX 4 with Xbox Live play 
in the works? 

Steven Foster 


Electronic Arts’ succinct response: “We 
certainly haven’t announced any new 
SSX products.” 


RINGS OF PERFECTION 
| can’t believe any magazine would give 
this game a rating below 9.9. 

Halo 2 is a huge leap over Halo. 

And Halo is way above most games, 
anyway. The story line is greatly enhanced, 
and the war between the Covenant and 
humans is very similar to our current war 
against all this religious bull crap. | loved it. 

The weapons are enhanced. 

The levels are longer and change the 
point of view of the game. Just awesome!! 
There’s nothing like opening up on the 
Covenant with dual needlers! 

| would rate this game a 10. 
Steve Adams 
Burbank 
P.S. My advice for Halo 3—instead of 
leaving out stuff, give us a second disc 
with even more levels. 


You'll be happy to know, Steve Adams of 
Burbank, that XBN awarded Halo 2 with a 
rating of 10...happy now? 


CREDIT DUE 


Many of you have written to XBN inquiring 


about the artwork featured in the poster 
included with XBN #20. This supercool 
illustration—depicting a dusty Master 


Chief cutting loose on the Covenant—was 


created by one Zoe Brawley for Bungie 


Studios. But don’t go knocking down their 


doors for your signed copy; Ms. Brawley 
no longer works as a designer at the 
house that Halo built. // 
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ITSA 
MAD, 
MAD 


WORLD... 


What kind of 
world do we live 
in where this 
game, what’s it 
called...Halo 2, 
gets the cover, 
eight pages 
inside, and more 
press then the 
new Paris Hilton 
video—how 
about some 
old-school 
loving? Pinball 
Hall of Fame 
and Pure Pinball 
could use some 
press—I know 
you can’t kick 
the crap out of 
aliens, but they 
are still good 
fun! 


Matthew 
Szewczyk 
Cumberland, RI 


News Editor 
David “Medieval 
Madness” Chen 
heartily agrees. 
Regarding Ms. 
Hilton’s recent 
onscreen 
exploits, XBN 
thought she 
stole the show 
in Mike Myers’ 
bastardization 
of cherished 
childhood 
favorite The Cat 
in the Hat. 
She’s, like, such 
a betty, bud-dy! 


015 


November 9, 2004, was the biggest day in videogames since the 
launch of the Xbox, back in November of 2001. XBN hits the 
pavement on the eve of the record-breaking release of Halo 2. 


“In the first 24 hours we'll have 

an opening that’s [more] popular 

than any motion picture has ever 
had in history,” Microsoft Chairman Bill 
Gates said of the Halo 2 launch at a 
shareholder’s meeting just days before 
the game’s release on November 9. 

And he was right. On its first day of 
release, Halo 2 took in approximately 
$125 million; comparatively, Pixar’s The 
Incredibles took in $70.5 million over the 
course of its entire opening weekend. The 
release of Halo 2 represents the single 
biggest launch of a piece of media— 
movie, album, or videogame—in the 
history of capitalism. Across the nation, 
fans lined up for hours at some 7,000 
planned “midnight madness” events the 
night before the game’s official release to 
get first crack at the new game. 
According to NPR’s Marketplace, one 
retailer sold 1,800 units of Halo 2 in just 11 
minutes. And so, in the spirit of commerce 
and dual-wielded submachine guns, Xbox 
Nation hit the streets of San Francisco 
and New York City on the cold, blustery 
night of November 8 to speak with some 
of the game’s most die-hard fans... 
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JUSTIN, San Francisco 
What single aspect of Halo 2 are 
you most looking forward to? 
Multiplayer. 

Is this the game that gets you on 
Xbox Live? 

Yes, this is the game that gets me 
to sign up. 

Would you rather go home with a 
beautiful woman tonight or your 
copy of Halo 2? 

Always gotta go with the ladies first. 
Can it live up to the hype? 

Yeah. I’ve waited three years. | 
can’t wait anymore. 

Why are you in line for Halo 2? 

’'m in line for Halo 2:so |-can kill my 
best friends. Without going to jail. 


XM 


WE HAVE LIFTOFF: HALO 2 


ISMAEL, Oakland | 4 
Would you rather go home with a beautiful woman 
tonight or your copy of Halo 2? 

| f*“ing moved out of my house and told my wife I'm 
coming back in three days. It’s Halo 2—I’m moving in with 
these guys, [then going] back home in three days. Women 
can wait—!'ve been waiting for this game for three years, 
man. I've been buying every game system that’s come out 
in the past 15 years and Halo is my favorite game ever. So 
to me, this is it right here. 

Meditation is to nirvana as Halo 2 is to ? af 
Getting to heaven or something, man. - q 


MICHAEL, San Francisco 

What single aspect of Halo 2 are you most looking forward to? 
| liked the puzzles and the good story in the first game, so | 
hope this one has the same things going for it. 

Meditation is to nirvana as Halo Z2isto___———? 

Ass kickin’. 


“WOMEN CAN WAIT—/I’VE BEEN 
WAITING FOR THIS GAME FOR 
THREE YEARS” —ISMAEL, OAKLAND 


SEANBABY, San Francisco 
How long have you been waiting in line? 

Seventeen days. 

What single aspect of Halo 2 are you most looking 
forward to? 

All the [action] it’s gonna get me. 

Would you rather go home with a beautiful woman 
tonight or your copy of Halo 2? 

[Looks at beautiful woman] Both. 

Meditation is to nirvana as Halo 2 is to (4 

| didn’t realize the questions were gonna be so deep...can | 
use [action] again? 


VLADIMIR, San Francisco 


If we offered you a GameCube and 
a PS2, would you give me your 
copy of Halo 2? 

No, absolutely not. You’d have to 
pry it from my cold, dead hands. 
Meditation is to nirvana as Halo 2 
is to ? 

lron Maiden, baby! 
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X-Men Legends 
Live: Yes 

Release: 09/04 
Score: Eight 

What we said: “This 
is fan service—and 


cooperative 
gaming—done 
right.” 
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Tony Hawk’s 
Underground 2 
Live: No 

Release: 10/04 
Score: Nine 

What we said: “Yes, 
it’s similar to 
previous Hawk 
games—but what a 
monster game it is.” 
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DOA Ultimate 
Live: Yes 

Release: 11/04 
Score: Seven 

What we said: 
“wtlacks the 
sophistication to 
become a contender 
for the fighting- 
game throne.” 


MS rolls out the red carpet... 
Opening their doors at midnight on 
November 9 wasn't just good business 
for thousands of videogame retailers—it 
was good publicity. Not just for one great 
game, but for videogames in general... 


Special is good 


After seeing how long those lines were, 
XBN was a little disappointed to see just 
how many of you weren't willing to pony 
up the extra $5 for the collector's edition. 


MORTAL KOMBAT: DECEPTION 
Live: Yes Release: 10/04 Score: Five 
What we said: “...a 3D fighting amalgamation 
that’s no better than the sum of its parts.” 
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Leisure Suit Larry 


Fire Live: No 

Live: Yes Release: 11/04 
Release: 10/04 Score: Seven 

Score: Eight What we said: “Much 
What we said: “...the of the humor is 


feeling of total 
control is virtually 
worth the price of 


admission itself.” BMX XXX one.” 


sophomoric, but in 
an American Pie 
way, not a forced 


a. a 


Hey! Don’t Union Jack that blood pie, mate 
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FIFA 2005 


It’s Europe, and thus OK to like soccer 


FABLE 


The greatest RPG on this list 


BURNOUT 3: TAKEDOWN 
Or: Crash ’n’ Burn. But much better 


LORD OF THE RINGS: THE THIRD AGE 


The fourth age is love 


MEN OF VALOR 


Are we not men? We are Devo! 


OUTRUN 2 


You can OutkRun, but you cannot hide 


STAR WARS BATTLEFRONT 


it’s like shooting Ewoks in a grebnar 


TIGER WOODS PGA TOUR 2005 


A bad walk ruined by a Tiger 


SONIC HEROES 
Blue bayou 


HALO: COMBAT EVOLVED 


And this entry? English devolved 


es 
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NBA LIVE 2005 
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Live: Yes Release: 10/04 Score: Nine 
What we said: “...tightened considerably, NBA 
Live 2005 is definitely worth owning.” 


Fable 
Live: No 

Release: 09/04 
Score: Nine 

What we said: “it’s 
wondrous and 
wearisome, a great 
step forward in the 
development of 
heroes in RPGs...” 
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Star Wars 
Battlefront 

Live: Yes 

Release: 09/04 
Score: Eight 

What we said: “in the 
category of Good 
Clean Fun, it takes 
home the prize.” 
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Home of fortnightly Godzilla attacks! 


STAR WARS BATTLEFRONT 
Weesa thinka Jar Jar estinkey! 


HITMAN: CONTRACTS 
Sign on the blood-dotted line 


PHANTOM DUST 


SNK VS. CAPCOM: SVC CHAOS 
Chaotic mediocre 


FULL SPECTRUM WARRIOR 
Like the Ultimate Warrior, but less fruity 


All we are is dust on Xbox 


G 
7 
EY 


PSYVARIAR 2 
Guns gone wild 


DEAD OR ALIVE 3 
More with the breathing, please 


STREET FIGHTER ANNIV. COLLECTION 
Ryu and Ken were married 15 years ago! 


TRUE CRIME: STREETS OF L.A. 
Here’s a true crime: Fat people in spandex 


GRAND THEFT AUTO DOUBLE PACK 


Hooker heaven 


Numbers courtesy af Media Create {m-create.com] 
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THE WORLD’s DARKEST HOUR 
<i, SHALL BE-YOUR FINEST. 


SHOOTERS IN YEARS.” 
é we —GameSpy | j 
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ITIC AND REALISTIC COMBAT 


TEEN 


Blood <4 . 
Violence wsetiag ) grit a= | PlayStation.c | Ewes | SO 
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CONTENT RATED BY 
ESRB 


ACTIVISION. 


© 2004 Activision, Inc. Activision is a registered trademark and Call of Duty and Call of Duty: Finest Hour are trademarks of Activision, Inc. All rights reserved. “PlayStation” and the “PS” Family logo are registered trademarks of activision.com 
Sony Computer Entertainment Inc. Online play requires internet connection, Network Adaptor (for PlayStation 2) and Memory Card (8MB) (for PlayStation 2) (each sold separately). The Online icon is a trademark of Sony Computer 

Entertainment America Inc. Microsoft, Xbox, Xbox Live, the Live logo, and the Xbox logos are registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries and are used under license from 

Microsoft. TM, ® and the Nintendo GameCube logo are trademarks of Nintendo. © 2001 Nintendo. All rights reserved. GameSpy and the “Powered by GameSpy" design are trademarks of GameSpy Industries, Inc. All rights reserved. 

The ratings icon is a registered trademark of the Entertainment Software Association. All other trademarks and trade names are the properties of their respective owners. 
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simulation of all 
the bowl games 
_ with NCAA 

- Football 2005 
would start the 
year out just 
right. 


01.05.05 


~ Could Xbox Next _ 
finally make its 


public debut 
tonight? Bill 
Gates delivers 
the preshow _ 


keynote at the © 


Consumer 
Electronics 

_ Show tonight. In 
2001, he used 
the same 
keynote address 
to unveil an 

_ almost final. . 
version of the — 
original Xbox. If 
he does, look for 
- complete - 

~ coverage of the - 
details at © 
1UP.com. 


01.09.05 
Cyber athletes 
are starting to 


_ make headlines 


now, but the 
very first video- 
game world 
championship 


was held on this 
date ini983 at 


the Twin 
Galaxies arcade 
in Ottumwa, 


lowa. Nineteen 


players 
competed in 
Frogger, 
Millipede, Joust, 
Super Pac-Man, - 
and Donkey — 
Kong, Jr. in the 
event, which 

was televised on 
ABC TV’s That’s - 
Incredible. 


the director who helped Jessie and 
Chester find their damn car. More 
adventurous types will want to strap 
on the loincloth and armor and join 
Brad Pitt in Troy. 


U i 12 WEDNESDAY 


m QDDWORLD STRANGER 


PUBLISHER: EA //: DEVELOPER: ODDWORLD INHABITANTS 


Stranger things have 
: happened, but the 
we ext Oddworld title 
is more likely to 
appear later this 
spring than at this 
early date. The same 
holds true for Pariah, 
the next title from the Unreal guys, 
which should provide.a nice little 
break from Halo 2 later this year. In 
the meantime, The Punisher |s on 
hand to:dish out third-person 
maximum pain, vigilante style. 


U | , 1% FRIDAY 


wm ALIENS VS. PREDATOR 


FORMAT: DVD // STUDIO: 20TH CENTURY FOX 


we! A dynamic duo of 

<< DVDs that look and 
J sound remarkably like 
™ videogames are due 
if , out today. Alien vs. 
Zi, Predator is a sci-fi 
Meme title bout that PC 
gamers have already 
had a good taste of In two first- 
person shooters. Didn't see it in 
theatres? You chose...wisely. 
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the fic nenaie and bioenhanced 
gadgets that make for furious 
combat both offline and on... 


U 1 ' 12 WEDNESDAY 


m MERCENARIES 


PUBLISHER: LUCASARTS // DEVELOPER: PANDEMIC 


yam North Korea might not 
: | be San Andreas, but 
military hardware gives 
Mercenaries plenty of 
punch. When the time 
mm comes for a little R&R, 
nothing beats football 
ome and foot, uh, massages: 
NFL irae 2 and Playboy: The 
Mansion 2 also available today. 
Other new recruits shipping today 
include Tork: Prehistoric Punk, 
Stolen, and Ford Mustang: 40th 
Anniversary Edition 


0 i L4 FRIDAY 


wm SKY CAPTAIN 


FORMAT: DVD // STUDIO: PARAMOUNT 


» For quality thrills, 
consider, instead, the 
_ lusciously lavish Sky 
., Captain and the 
World of Tomorrow 
which harkens back to 
the good old days of 
gee-whiz fun. Xbox 
Flyboys will be amazed at how 
strongly it evokes the retro-futuristic 
style of Crimson Skies. 


Ss 01.04 01.05 01.05 
ME-NOTS: TUESDAY , WEDNESDAY WEDNESDAY 
01.01.05 m HAROLD & KUMAR m2 PROJECT: SNOWBLIND = RED NINJA: END OF HONOR 
FORMAT: DVD // STUDIO: WARNER HOME VIDEO PUBLISHER: EIDQS // DEVELOPER: CRYSTAL DYNAMICS PUBLISHER: VIVENDI // DEVELOPER: EUROCOM ENT. 
New Year's Day PP PPESELEL SELES TIE Seer eT eeeese 
abd Before the holidays It might have begun ...of course, if all those 
ie Raabe end, two DVD releases life as Deus Ex: Clan guns and gizmos 
Parades and offer a last-minute Wars, but Project: aren't your speed, 
| Bed ese on 4 getaway. For a quick Snowblind arrives consider Red Ninja: 
_ if an Xbox fm trip, travelers can drive g today with an identity End of Honor. 
bundle just so pe} through Harold & all.its own. Even Ex starring (scantily) 
een . » | Kumar Go to White poster boy J.C. Denton crimson-clad ninjette 
complete Castle, which is from would be impressed by Kurenai. The Fast 


and the Furious anc Predator: 
Concrete Jungle are also in stores 
today. 


6 1 L4 FRIDAY 


ma CLEKTRA 


FORMAT: THEATRICAL // STUDIO: 20TH CENTURY FOX 


weg), Daredevil may swear 
y§ its Greek, but Elektra 
4 ., Natchios still sounds 

m@ suspiciously more like 
a microwavable snack 
food than a superhero. 
| Regardless, this spin- 
off does squeeze 
Jennifer Garner back into her skintight 
leather costume. Which, for plenty of 
you, will surely prove reason enough 
to suffer the outrageous slings and 
arrows Of modern moviegoing. 


U i 26 WEDNESDAY 


gw MIDNIGHT CLUB 3: DUB 


PUBLISHER: ROCKSTAR // DEVELOPER: ROCKSTAR 


m Frankly, it’s getting 
meee acer to get excited 
giDAiCHT CLUE 2, 
oo, QOOUL Street racers, 
eee Out the ability to 
> Cruise around in a 
a= custom Escalade 
might get people to 
a ick Up Midnight 
Club 3: DUB Edition. Close 
Combat: First to Fight should 
make It to retail today as the last of 
the holiday soldiers to storm store 
shelves. 


All rights reserved. All trademarks used with 
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gameXstudios: 


(* )f fasastudio 
Ry ss 
TEEN 


Blood 
Violence 
With new enemies, néw weapons and new env 


choice is yours. MechAssault 2. The biggest battle just 
got bigger. xbox.com/mechassault2 


Master Chief ts little in Japan 


Microsoft Japan has yet 

again tapped the hip Tokyo 

scene to help promote the 
Xboxin Japan, this time inking a 
deal with hot toymaker Medicom 
that christens Master Chief as the 
newest pop-culture icon to be 
molded into plastic and welcomed 
into the company’s growing line of 
Kubrick figurines. Despite standing 
a mere two inches tall, Master Chief 
oozes badassness, wielding dual 
M7/caseless submachine guns. 

Microsoft’s partnership with 

Medicom yields only 4,000 Master 
Chief figures, which will be up for 
grabs as part of a contest for 
awners of Halo 2. The Japanese 


Easy fo chew, 
easy To 
swallow 


022 WWW.1UP.COM JANUARY 2005 


edition of Halo 2 includes a 12-digit 
serial number that can be registered 
online at Xbox.jp for a chance to 
score an ultrarare Master Chief 
Kubrick—and an easy avenue to 
some quick cash. (Kubricks designed 
by musician U.N.K.L.E. and Japanese 
artist Hiroshi Fujiwara exceed $100 a 
toy in online auctions.) 

Kubrick toys have risen in 
popularity over the past two years 
with a unique lineup of characters 
from movies, syndicated anime 
shows, and now videogames (Metal 
Gear's Solid Snake made his Kubrick 
debut in Tokyo last winter). Although 
Tom Cruise from Minority Report and 
the X-Men have all been Kubricked, 


the toy line has stayed clear of the 
mainstream, thanks to Medicom’s 
reluctance to mass-produce its toys, 
opting instead to build hype (and 
thus free advertising) by releasing 


toys in limited quantities. 

Winners of the Master Chief 
figurines will be notified on January 
18, with inflated eBay listings for the 
pint-sized prized toy soon to follow. 
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Z SNK Arcade/PC/NeoGeo 
SADAMORI: |t’s Samurai Shodown, just 
not sure which one. 

XBN: For the record, it’s Samurai 
Shodown II. We chose this because, like 
Guilty Gear, SNK games have a really 
hardcore fan base. 

SADAMORI: Capcom’s Vampire series, 
which also has a small but dedicated fan 
base, was more of an inspiration, though. 
As for Samurai Shodown, it didn’t 
influence us much, but it did introduce 
weapon-based fighting, which, of course, 
is featured in Guilty Gear. 

GUARDIAN HEROES 


3 Treasure Saturn 

SADAMORI: I've seen this game, 
just haven’t played it. 
XBN: It’s Guardian Heroes for Saturn. 
Like Guilty Gear, it has great animation... 
SADAMORI: Our animation doesn’t stem 
from influences from other games, but 
more from manga and anime. A lot of 
guys on our staff are huge movie and 
comic buffs. For example, when The Ring 
came out, we all went out to see it, and 
when our artists returned to the office, 
they were drawing up designs for undead 
characters that limp along in battle. The 
same thing happened with the release of 
The Exorcist. Influence from movies like 
that hangs around the office for weeks 
and really impacts our games. 


DEAD OR ALIVE ULTIMATE 
) Tecmo XB 

SADAMORI: Dead or Alive. | love 
the DOA girls, especially their faces and 
their, er, well, you know. [Laughs] 
XBN: Do you think online fighting games 
are the future of the genre? 
SADAMORI: Well, maybe not in Japan. 
Arcades are still popular, and people like 


going there for two-player fighting. In 
America, it’s a different story. The 
arcades aren't so good, and the country 
is more spread out, so online is very 
important for Western gamers. 

XBN: How did your team get Guilty Gear 
X2 #Reload to run so smoothly on Xbox 
Live? 

SADAMORI: At first, doing all the 
programming for the network play and 
managing the servers seemed like too 
much work, but Microsoft stepped in and 
wrote some really nice net code for us. 
From start to finish, it took us only about 
three months to implement the online 
portion, and we had only one guy in 
charge of programming in the code from 
Microsoft. Just one guy. 


5 MORTAL KOMBAT Ii 
Midway Arcade 
SADAMORI: Mortal Kombat II. It brings 
back so many good memories. | was 
really into this one. 
XBN: A rare example of a good fighting 
game out of America. 
SADAMORI: |t did come to Japan, but it 
was censored heavily. | imported the U.S. 
version because | was pretty 
disappointed with the censored 
Japanese one. 
XBN: How important is the American 
market for Guilty Gear? 
SADAMORI: | think we have about 10,000 
core fans in the States, as compared to 
about 30,000 in Japan. It probably has a 
lot to do with the decline of arcades in 
America. | think most Japanese who buy 
Guilty Gear on Xbox and PS2 are fans of 
the arcade version. 


REVOLUTION X 

Midway Arcade 

XBN: This game...probably wasn’t 
released in Japan. Any guesses? 
SADAMORI: Sorry, but | haven’t played 


em oe ome 


POP QUIZ // KOUKI SADAMORI 
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this one. 

XBN: |t’s Revolution X starring 
Aerosmith. What can you tell us about 
the heavy-metal music in Guilty Gear? 
SADAMORI: From the beginning, we 
wanted to avoid using keyboards and 
computers to make the music and use 
real instruments. And a lot of our staff is 
really into rock music. 

XBN: Not just rock, but ’80s heavy metal, 
more specifically... 

SADAMORI: It’s pretty retro, yeah. The 
music and the CD jackets from ’80s 
bands influence Guilty Gear, not only the 
game’s music. As for producing the 
music, ‘we don’t have just one band. 
Depending on what style we want for the 
game, we organize different musicians 
for each song. 


oy, SOUL CALIBUR Il 

Namco GC/PS2/XB 
SADAMORI: This is such a beautiful 
game, Soul Calibur Il. | think a lot of 
Guilty Gear fans left our camp for a while 
when this game hit arcades. In truth, I’m 
a bit jealous of this game. [Laughs] 
XBN: Why? Because of its sleek and oh 
SO sexy graphics? 
SADAMORI: Not the graphics so much as 
the way the fighters move. The way 
fighters get knocked down and do 
counters from the ground looks so fluid. 
Namco must have done an incredible 
amount of research to get the 
animations to run so smoothly. 
XBN: What are the chances we'll see a 
Guilty Gear running in three dimensions? 
SADAMORI: That’s something I’m 
thinking about right now, but the timing 
just isn’t right. We’re thinking about 
doing that for the next-generation 
consoles, actually. // 
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AROUT: 
GUILTY 
GEAR 


After two false 
starts, including an 
unreleased 3D 
prototype and a near- 
forgotten PlayStation 
game, Arc System 
Works turned 2D 
fighting on its head 
with Guilty Gear X, 
which stormed the 
Dreamcast and 
Japanese arcades in 
2000. Throwing down 
the gauntlet in front 
of Capcom and SNK, X 
challenged them to 
match its high- 
resolution artwork 
and aggressive, well- 
balanced gameplay. 

So far, neither rival 
has stepped up to 
equal them, while 
Guilty Gear has kept 
moving forward 
through the Xx 
sequel and the tuned 
#Reload upgrade. A 
hit in Japan, Guilty 
Gear remains one of 
the few legitimate 
challengers to Street 
Fighter's dominance 
of the American 
arcade tournament 
scene. 


ABOUT: 
KQURK! 
SADAMORI 


Prior to joining Arc 
System Works, Kouki 
Sadamori worked as a 
game designer at 
SEGA’s arcade division 
for six years, porting 
arcade titles to the 
SEGA Master System. 
There, he worked on 
several games 
including the Wizard's 


‘Harmony series (Sega 


Saturn), Guilty Gear xX, 
and the Xbox ports 
Guilty Gear X2 # 
Reload and Guilty 
Gear Isuka. 
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WARTHOG B.C.=BEEN 


After falling off the radar for a good 
many months, Lionhead’s 
prehistoric adventure B.C. 
resurfaced one last time in 
October...with news of its 
cancellation. Or indefinite 
suspension, at least, since 
Lionhead’s announcement claims it 
may be pulled out of the deep 
freeze someday. What's interesting 
about the news, though, is that it 
means Lionhead may have an 


WARTHOGGED 


Warthog, the developer of Mace 
Griffin Bounty Hunter and Starlancer, 
may not be carrying the flag for 
space combat simulations much 
longer. It’s been snatched up by an 
unusual suitor—Tiger Telematics, the 
Florida-based company that’s 
currently backing the Gizmondo 
GPS/cell phone/handheld gaming 
system. Warthog will be a premier 
developer for the handheld, with 12 
games and more development tools 
in the works, meaning it probably 
won’t be doing much console or PC 
work anymore. 


recent trumpeting of new venture- 
capital funding mentioned that the 
money would fund a total of four 
projects—Black & White 2, The 
Movies, Unity, and...well, something 
else, perhaps. 


Regular readers of this column 

are aware that last month | was 

responsible for playing devil’s 
advocate in favor of EA’s Christmas 
lineup. Well, this was before two poignant 
experiences that changed my attitude: a 
three-day review session of Halo 2, and 
an awful afternoon with EA’s GoldenEye: 
Rogue Agent. So, to prevent the angry 
letters from folks who took a dislike to 
my defense of the gaming giant, allow 
me to respond to my own column. 

Dear Mr. Hartup, 

Having read your column in XBN Issue 
#21, | felt that | should write in and let my 
opinion be known. As a keen reader of the 
magazine for some time, | was greatly 
distressed to see such inflammatory 


Andy Hartup rubbish in the publication | have grown to trust. Having read your 

; upbeat piece on “giving EA a break,” | rushed out and bought both 
News Editor GoldenEye: Rogue Agent and Need for Speed Underground 2— 
XBM names | was certain that | could trust. 


| was appalled to find that little or no effort was applied to 
these titles to make them suitable for release on the Xbox, as 
they are identical to the PS2 versions owned by my friends. 
GoldenEye makes no attempt to look, play, or even sound 
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unannounced game planned, since a 
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* :BEYOND KING & 
“KONG 


Normally; news of aretlige movie- 
licensed game-wouldn’t be all that 
+. Me a deal, but Ubisoft is bringing 
3, out its big development guns to 


“son King Kong. Michel Ancel, of 
_.  ,”»Raymanand Beyond Good & Evil 
is; te - “fame; willthead up the adaptation of 
an §, -» the 2005 giant-ape remake (to be 
‘directed by Peter Jackson, coming 
--off.the Lord of the Rings trilogy), 
> while staff from Ubisoft’s capable 
oi' 2 ‘Montreal studio will also have a 
ag hand i in things. 
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impressive; the racing engine in Need for Speed Underground 2 is 
woefully flawed; and driving is less fun than in any other racer I’ve 
played. It would seem unfair to criticize EA for its aggressive Q4 
release schedule if the games met a certain quality standard, 
but, let’s face it, most of them are drivel or rehashed updates. 

You state that EA has created a market for games, and that 
its success has driven the industry forward. More money does 
not necessarily make for a healthier industry, and the 
continued success of larger studios is squeezing the smaller, 
independent developers into bankruptcy. Surely franchises and 
updates are stifling the creative process, as they lessen the 
need for developers to be original in order to generate revenue. 
Thanks to EA, the market is filled with the sort of games that 
stifle the industry. 

If console owners are bombarded with ads for FIFA or Need for 
Speed, they become less aware of the quality intellectual 
property that other publishers are trying to release. The result is 
small sales for more original games. Sure, more consoles are sold 
to accommodate the public’s growing interest in videogames, but 
this is only creating a demand for the surface-over-depth titles 
those consumers see in ads. The gamers who appreciate original 
IP and quality games already have one or more consoles because 
they want the exclusives that first-party publishers are so keen 
to promote. You can keep your GoldenEye and your FIFA—a 
girl’s sport, by the way. Look me up on Halo 2 Live and ll kick 
your ass. _- 
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something exotic (by Asian : 
standards, anyway) can pick up t 
more additions to the series next 
year, though: Activision’s X-Men 
Legends and Ubisoft's Rocky 
Legends will try their luck in Japan 
next January. But with Dead or Alive 
Ultimate moving only 40,000 units in 
its first week of Japanese 
release...well, you do the math. 


It feels deviant to sympathize with the world’s richest. 

company, yet you can’t help but pity the Japanese 

Xbox division at Microsoft. Over the past few months, 
Microsoft has taken some big steps to become a major player 
in Japan. It brought over Grand Theft Auto Double Pack in July, 
the shockingly good Phantom Dust in September, and Dead or 
Alive Ultimate in November. And still, Xbox hardware sales 
continue to hover around 400 units sold per week; some 
weeks, sales even dip below the 200-unit mark. (Nintendo 
moves around 6,000 GameCubes per week.) 

As Microsoft surely knows, Japanese gamers offer a few 
consistent reasons when asked why they don’t invest in an 
Xbox: The hardware is too big, there aren’t enough role-playing 
games, and it is far too expensive. That last reason—the idea 
that the Xbox is overpriced—has tarnished the console’s image 
here; many Japanese equate Xbox with a 
high-end gaming machine similar to the 
wallet-busting Panasonic 3D0, which 
launched at 54,800 yen ($515!) way back 
in 1994. 

In reality, the Xbox is more affordable 
than the PlayStation 2 or the GameCube. 
Most of the big-name titles, from Halo to 
Otogi 2, are budget-priced at around 
$25, yet few Japanese realize this. (This 
is solely the fault of Microsoft Japan’s 
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The score Halo 2 
received from 


Famitsu Weekly 
magazine in Japan. 


“completely, but Hudson did 
suddenly close down the franchise's 
official site—Bloody-Roar.com—in 
mid-November, with only a brief 
message of thanks to its remaining 
fans. It would be no surprise to see 
Roar go, since its developers at 
Eighting are doing much better 
lately making mobile games and 
licensed projects for Gangs. 


the American version’s February 4 - 
arrival—runs without a hitch on : 
American Xbox consoles, That's not at é 
such a good thing for Capcom USA,, igh 
though, which would probably like + oe 
to move as many units as it can 
next year, so it’s no surprise that mer 
reports of a retail recall in Japan . 
surfaced right after the no-region- 

code news. 
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public relations group, not the Japanese 
public, by the way.) 

In an attempt to prove once and for all 
that the Xbox is affordable, Microsoft 
has readied a brand-new bundle pack— 
this can be interpreted as either an 
aggressive move or an act of 
desperation. The Platinum Pack 3 hit 
retailers November 18. It includes an 
Xbox, the DVD playback kit, and four 
games—Halo, Top Spin, Project Gotham 
Racing 2, and Blinx 2—all for about $170. 
It’s a bargain, to be sure, but will it heat 
up sales this winter? 

Probably not. 

The truth is, Japan is a quagmire. And 
where the Xbox is concerned, it’s a 
parallel universe 


where logic and reason can be clouded by Ryan Payton 
a hazy mist of xenophobia and haphazard ; 
_ marketing. Only in this country do you Writer 
have gamers complaining about the price Tokyo, Japan 
of the Xbox, yet thousands lined the 
streets on November 27 to pick up copies 
of Dragon Quest VIII (a PS2 game) for 
$90apop. . 
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ASK ITAGAKI 


Tecmo’s head ninja answers your questions! 


Q: Every weekend my high- 
school buddies and | get drunk 
together. Thing is, | hate the 
flavor of alcohol, but I’m 
embarrassed to tell my friends 
that. Will | ever develop a taste 
for booze? 

A: If you keep on drinking, you'll 
start to enjoy it. 


Q: My ex-girlfriend just wants 
to be friends, which means that 
she wants me to listen to her 
talk about her new boyfriend. 
When she does this, what can | 
do—besides hanging up on 
her—to make her understand | 
don’t give a flying crap? 

A: Why are you even wasting 
your time on such a trivial 
subject? Just walk away from 
her. Why can’t you think like 
this? 


Q: My roommate keeps eating 
the food | buy for myself. Aside 
from electrifying the 
refrigerator or strangling him, 
what can | do? 

A: Don’t be so cheap. Let him 
eat as much as he wants. 


Q: I'm turning 30 in a few days 
and feel like ve accomplished 
nothing with my life. How can | 


Tecmo’s Tomonobu Itagaki is not 
a licensed therapist, nor does he 
have a degree in psychiatry. 
Have a question for Mr. Itagaki? 
Just e-mail us at 
XBN@ziffdavis.com. For Ask 
Itagaki archives, check out 
askitagaki.1UP.com. : 


motivate myself to do the 
things | really want to do? 
A: Keep on thinking about it 
until you turn 40 years old. 


Q: How do! know when it’s 
time to quit my job? 

A: Why should | know? Do what 
you want to do. 


Q: Will the Japanese ever get 
into FPS games? 
A: Sure. 


Q: My girlfriend wants me to 
quit smoking or drinking—one 
or the other. Which one would 
you concede? 

A: You fool! If she asks you 

to die, are you going to do 
that, too? 


Q: What do you think of 
Katamari Damacy—best game 
ever or kids’ stuff? 

A:| have no interest in such a 
game. Besides, | haven’t even 
seen the game. 


Q: | feel some office sabotage 
is in order. What sort of evil 
pranks do you recommend to 
lighten the mood? 

A: All you lazy bastards should 
be destroyed. _ 
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KEEPING YOUR XBOX WORKING 


Shortly before this issue went 

to press, Microsoft was sued in 
Los Angeles by an Xbox owner 
alleging his unit’s DVD drive is 
defective. The suit asserts that the 
plaintiff's Xbox stopped reading discs 
of any sort “after minimal usage” less 
than a year after purchase. Making 
the case more interesting, he claims 
that other Xboxes are affected with 
the same problem, and he wants to 
sue on behalf of all Xbox purchasers. 
If Microsoft loses, it could be forced 
to refund money to millions of people, 
including you. 

But let’s say you have this problem 
and don’t want Microsoft’s money— 
you just want to get back to enjoying 
your Xbox. Thankfully, you have 
options. For around $10, you can buy a 
generic DVD cleaning disc or get one 
made specifically for the Xbox. But be 
warned: Don’t put one of these into 
your drive unless you're having 
problems, because you might create 
an issue that didn’t exist. In my 
experience, these discs rarely fix 
serious problems, but they’re 
sometimes worth trying. 

The next alternative is to pop open 
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both your Xbox and its drive, fidget 
around with the lens, mirror, and/or 
laser in the drive, and hope they all 
work when you're done. Guides on how 
to make these adjustments are 
available online. Even though this is a 
cheap solution, it’s considerably more 
complicated than you might guess, 
and we don't think it’s a particularly 
good idea unless you're experienced 
with electronics. 

Probably the best choice is to 
replace the drive. If you're still under 
warranty, definitely have Microsoft do 
it and don’t open the Xbox yourself. 
But if your warranty’s expired, official 
replacement Xbox DVD drives are 
available online for $50 and up. You'll 
also need a Torx 15 screwdriver to 
open your Xbox and pop the 
replacement drive in, which is pretty 
easy, and it leaves your Xbox looking 
as good as new. 

One last and more difficult choice is 
to buy a PC DVD-ROM drive and 
connect it to your Xbox, a choice 
favored by hackers who want to 
expand the Xbox beyond factory 
specs. When finished, your Xbox, with 
its replacement DVD brain sitting on 
top of the case, will look like a kind of 
Frankenstein. But if you buy a 
compatible drive, open it up, and 
tweak it the right way, you'll have a 
machine that reads virtually any DVD, 
CD, or game disc you throw at it. This’ll 
take tons of work and cost more than 
an official Xbox drive, but it might 
provide what 
you need. _ 
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All natural resources have been exhausted, enemy alliances are strong, and everyone is fighting for what is left. The end of the world is near. You are a renegade soldier, 
equipped with the ultimate mech weaponry. Your prime mission is to save what is left by taking down enemy armored tanks in strategic co-op play, or head-to-head combat. 
Play with up to 8 players via Xbox Live and battie in 3 different modes of online combat. The future is in your hands...are you ready to fight for it? 
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BOOK CLUB 


Tokyo’s Akihabara 


district may have lost 


its luster in recent 


years, but it’s still the 


best place in the 
world to find game- 
related merchandise 
and the otaku who 
lust for it. Otaku— 
meaning “one who 
stays home”—is an 
epithet for the 
obsessive enthusiast 
who'll shell out for 
anything and 
everything related to 
his beloved hobby. 

Videogame art 
books are a staple for 
those who want to go 
beyond the game and 
immerse themselves 
through the pages of 
a book. Most books, 
including the ones 
here, are import 
friendly, with glossy 
pictures taking 
precedence over 
wordy text. 
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¥2,500 // 256 pg // 26x21 cm 
www.amazon.co.jp 

A fantastic look at the long-running 
magazine and the enduring tates nese game 
industry. Beep: Revisited goes way back with 
vibr ranihiites of its first issue, when 
Hudson's Nuts & Milk was king and Super 
Mario Bros. was still a fetus at Nintendo HO. 
The package includes two CDs filled with 
retro gaming tunes from R-Type, Super 
Hang-On, Final Fantasy Il, and Gradius. 
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‘DEAD OR'ALIVE Utimate 


¥680 // 114 pg // 26x21 cm 
www.play-asia.com 

Through some kind of black magic (or 
expensive bribes), the editors of Famitsu 


¥2,940 // 159 pg // 30x21 cm 
www.animebooks.com 
Only in the midnight carnival can ’80s heavy 


pack In more news and exclusive stories than metal and yo es S look this cool. Hundreds =f 
you ever thought possible for a magazine color prints and brilliant black-and-white 
about Xbox in Japan. Every issue includes a sketches m ne up i is tribute to five years of 


nice gift, from 2-foot-tall cardboard cutouts 
of DOA vixens to a region-free Phantom Dust 
demo disc (meaning it will run on your Xbox 
without voiding your warranty). 


Guilty Gear wackiness. Illustrations of Gear's 
brawlers eating ramen, practicing self- 
mutilation, and toying with sapphic love 
make this the perfect gift for loved ones. 
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19 Tournaments, 20 locations, 179 field 
layouts, 145 pieces of licensed gear and more! 


| Play Xbox Live™ online with up to 
7-on-7 teamplay! 
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Texas-based Id Software stunned 
ay the PC community last year with 

its announcement of a follow-up 
to one of the most beloved franchises of 
all time. Doom 3 scored big when it was 
finally released, and now it’s a mere two 
months away from the Xbox, thanks to a 
much-modified port from Vicarious 
Visions. In advance of our exclusive 
review next issue, Xbox Nation quizzed 
two of the creators... 


XBOX NATION: In creating the Xbox 
port, what were the primary 
advantages and disadvantages of 
working with the platform? 

KARTHIK BALA: Id like to first clarify that 


Doom 3 for Xbox is not really a port of the © 


PC version. There has been far too much 
changed and added, including a large two- 
player Xbox-exclusive co-op campaign, for 
this to be properly characterized as a port. 
Doom 3 was always intended to be on the 
Xbox, and the PC version and Xbox version 
have been in simultaneous development. 
Doom 3 for Xbox [was] designed as a 
console experience with a lot of features 
tailored for consoles. 

The Xbox is a very capable machine, and 
in fact, when John Carmack began working 
on the Doom 3 engine, his target platform 
was the Xbox hardware, and in particular 
the Xbox graphics hardware. With 64MB of 
RAM and a 733MHz CPU, the Xbox doesn’t 
have quite the horsepower of the higher- 
end PCs, but working with a “closed” 
system allows us to specifically customize 
the assets and code for the Xbox. We’ve 
modified almost all of the content, from 
textures and animations to geometry and 
gameplay. 


BN: Did you have to make many 
changes, graphically? 

BALA: The more important point is what 
hasn’t changed in terms of graphics—and 
it’s truly an amazing feat. By using bump- 
mapping on every surface, demons, 
weapons, and even the surrounding 
architecture have depth and detail that 
changes as light moves and shadows are 
cast from explosions, muzzle flashes, 
flashlights, and a world full of moving 
lights. The unbelievable graphical detail is 
one comparison with the PC that we don’t 
mind, because it’s all there—every detail. 


XBN: Specifically, what’s been Id 
Software’s role in porting Doom 3 to 
Xbox? How much of the feat was 
accomplished in-house at Vicarious 
Visions? 

BALA: Doom 3 for Xbox has been a 
collaborative effort between Id Software 
and Vicarious Visions. At VV, we’re 
particularly proud of our optimization 
work—the low-level coding, like custom 
pixel and vertex shaders, sound system 
work, and other systems that have all 


been designed or restructured specifically 
for the Xbox version. We've also worked 
closely with Id in revisiting gameplay, 
combat, design, and asset optimizations 
to ensure the game runs smoothly. We are 
also delighted that Id Software has 
contributed custom content, including the 
co-op campaign. It really shows the degree 
of their commitment to the system and 
the people that-are waiting to play Doom 
3 on their Xboxes. : 


XBN: Did Vicarious Visions get a 
chance to create anything original for 
the game? A new weapon, a new level? 
BALA: The Doom 3 atmosphere and 
gameplay are fantastic regardless of 


_ platform, and we have approached the 


project with the attitude that a majority of 
people are going to play the game on 
either the PC or the Xbox but few will play 
both. Therefore, we’ve focused on taking 
the Doom 3 technology and game assets 
and creating the best Xbox game 
available. 

Doom 3 for Xbox does include an Xbox- 
exclusive two-player co-op campaign, in 
which two players can team up over Xbox 
Live or system link and battle through a 
specially designed co-op campaign. The 
designers at Id Software created this 
campaign after Doom 3 was released, and 
we’ve worked together to incorporate the 
code and other elements necessary to 
make it work. It’s an excellent experience 
and really gives the two players a chance 
to work together in blasting through the 
UAC base. 


XBN: In terms of the new multiplayer 
mode, what does it take to create a 
good co-op experience? And how 
much was ld involved in designing the 
co-op campaign? 

WILLITS: It’s most important to design a 
co-op experience that plays great for both 
players, with puzzles and combat 
situations that require cooperative play. 
You can’t simply take the approach of 
“Let’s take the single-player game 
designed for one player and just drop in a 
second player.” Consequently, we’ve 
created a stand-alone co-op campaign 
that is a retelling of the Doom 3 story with 
two central characters: two marines who 
arrive at the UAC base together. Cut- 
scenes and voiceovers have been redone 
to feature the two marines, and the 
gameplay is more fast-paced than the 
single-player campaign. With lighting 
playing such a big part, it’s incredibly fun 
to have one player use the flashlight to 
illuminate areas while the other player 
mows through demons and zombies. 

This isn’t a splitscreen co-op experience 
like other games. You connect with 
another player over Xbox Live or system 
link and play together, each of you with 
the full view on your own TV. When both 


players have the communicator, you just 
can’t beat the fun of blasting through 
Doom 3 with a friend. 


XBN: An expansion pack for the game 
was just announced with support for 
up to eight players online. Can we 
expect the same for Xbox? 

BALA: Doom 3 multiplayer has been 
crafted for a four-player experience on the 
Xbox, and it is extremely fun over Xbox 
Live with the communicator. It’s difficult to 
explain the impact that the real-time 
lighting and shadows have on multiplayer 
gameplay, but it adds a fantastic dynamic. 
You can compete in pure deathmatch, 
team deathmatch, last man standing, or 
tournament modes. 


XBN: Will there be Live updates, like 
the PC expansion pack that features 
new weapons, monsters, and a story 
campaign? 

BALA: We've built in the support for 
downloads and updates via Live, but we’re 
focused on putting everything that we can 
into the retail product. We'll consider 
additional content down the road, but 
aren't going to hold anything back just to 
make it downloadable. 


XBN: How long has it taken to make 
the game? What's been the biggest 
challenge so far? And what has turned 
out better than expected? 

BALA: It has so far been about a year and 
a half in development, with most of that in 
parallel development with the PC game. A 
substantial amount of time and effort 
have been put in to ensuring that Doom 3 
is the best shooter on the Xbox. Id has 
created a stunning experience on the PC 
that really does blur the line between real- 
time gaming and CG movie-quality visuals 
and sound. This has really been the 
biggest challenge: to preserve all of that 
visual and audio fidelity. 


XBN: The Chronicles of Riddick: 
Escape From Butcher Bay came out of 
nowhere and took the Xbox crown for 
best graphics earlier this year. Do you 
feel that Riddick and to some degree 
Halo 2 steal Doom 3’s thunder? And 
how did you feel about Riddick’s 
attempt to push the FPS genre beyond 
just being a shooter? | 
BALA: It’s great to see a number of 
games push the FPS genre in new 
directions. It’s excellent for the industry 
as an art form and always good for 
gamers. Doom 3 pushes the genre in a 
number of ways. Its visual quality is 
unmatched on the Xbox or any other 
platform. There isn’t another game on the 
market that uses real-time lighting, 
shadows, and bump-mapping to the 
extent that Doom 3 does. It simply looks 
better than any other game out there. // 
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DOOM 3 INTERVIEW 


FAROUT: 
TIM 
WILLITS 


Tim Willits is the co- 
owner of Id Software, 
and worked as the 
lead designer and 
director of the 
blockbuster Doom 3, 
released in August of 
2004 to critical 
acclaim. Previously, 
Willits helped lead 
design for Quake Il and 
Quake III Arena; he’s 
currently hard at work 
on Quake IV, currently 
in development at 
Raven Software. 


ABOUT: 
KARTHIK 
= 


As CEO and Chief 
Creative Officer, 
Karthik Bala has led 
Vicarious Visions since 
its inception in 1994. 
Bala has over 40 
published game titles 
to his credit across an 
array of platforms, 
and has worked in 
programming, art and 
animation, marketing, 
and public relations. 
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After logging hundreds of laps around 

Laguna Seca in Forza, we have a statement 
to make: Forza may very well out-Gran Turismo 
Gran Turismo in terms of accurately re-creating 
what it’s like to drive a car on a racetrack. So 
how can an upstart game like Forza possibly 
trump the so-called Ultimate Driving Simulator? 
Easy: The Xbox controller’s analog triggers allow 
for far more nuanced input than the PS2’s analog 
buttons, and you'll need all that finesse to stay 
on the track. 

Sure, Casual racing-game fans can leave all the 
driving aids on (traction control, antilock brakes, 
etc.) and post some good lap times, but turn 
those options off and Forza becomes a truly 
demanding racing sim. You'll have to feather the 
brakes to avoid locking your wheels, then squeeze 
the right trigger just enough to power through the 
turn—too much and you'll understeer off the 
track; too little and, well, you drive like a grandma. 
“The physics simulation is so realistic,” Lead Game 
Designer Dan Greenawalt says, “even road 
surfaces change as tire marks form real-time 
racing grooves through every turn.” Sound tough? 
It is, and it requires intense concentration (MotoGP 
fans will know what we're talking about here), but 
when you get a turn just right, you really feel it. 

Microsoft is also talking up Forza’s “Drivatar” 
A.l., which will enable you to train computer- 
controlled drivers that mimic your own racing 
style, suggesting that Forza may also have some 
race-team management aspects. “[Drivatar] is an 
actual learning A.l. system,” Greenawalt says. “The 
drivers the player will face in the final game 
learned how to drive by observing the developers, 
testers, and designers who worked on Forza.” 

Details of Forza’s online career and multiplayer 
modes remain scant, but at the very least we 
know it’ll be online...a claim that the “Ultimate 
Driving Simulator” can’t make. 
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There’s no question that the custom-car 

scene has exploded within recent years. 
Just turn on the television or glance at a 
magazine rack and you'll find no shortage of 
custom rides replete with fancy rims, blinding 
paint jobs, and interiors that put most home 
theater systems to shame. Numerous publishers 
have released games based around aspects of 
the custom-car scene (the tuner aspects of it, 
most specifically), but Rockstar embraces nearly 
every aspect of counter-car-culture with 
Midnight Club 3: DUB Edition. 

While you'll have access to every sort of car you 
might find in a movie like that Vin Diesel flick—you 
know, that one about fast, furious, frisky felons— 
Midnight Club 3 offers a broader range of vehicles 
to choose from, including muscle cars like the ’64 
Impala or the hulking Hummer H2. Naturally, each 
class of cars controls a little differently than the 
others: An SUV obviously has more weight than 
your standard car and, as such, generally isn’t as 
maneuverable as something like the Chrysler 
3000, but it can literally tear through opponents 
and traffic like no one’s business. These subtle 
differences definitely give the game a smattering 
of simulation feel, but ultimately, the driving in 
Midnight Club 3 is more about speed than 
anything else—it may not reach Burnout 3's level 
of speed, but it gets pretty darn close. 

Naturally, your ride should look pretty damn fly 
while cruising the streets and alleys of Detroit, 
Atlanta, or San Diego. To meet that need, Rockstar 
has gone and included a ridiculous (but 
comprehensive) amount of customization options 
available for purchase. Everything is customizable, 
from fins, rims, and bumpers to hoods and 
exhausts. In fact, there are so many things to do in 
the garage that you just might spend more time 
tweaking your car to a tee than blowing the rims 
off the competition—it’s your call. 


What do you do after you’ve founded a 

world-class development house and had a 
hand in creating one of the best games ever 
made? Well, you walk away from it and start all 
over again, of course. That’s exactly what Bungie 
founder Alex Seropian did in the years following 
the release of Halo—he hit the Reset button. 
After christening a new studio by the name of 
Wideload in his native environs of Chicago, 
Seropian and his freshly assembled crew began 
work on their next big thing: Stubbs the Zombie. 

OK, so Stubbs lacks the ambiguity and universal 
appeal of a title like Halo—and the fact that it’s, 
well, about a zombie immediately shoves the 
game into the realm of camp. Which is precisely 
how Seropian hopes it will be received. Powered 
by a heavily modified Halo engine, Stubbs puts 
you in the tattered trousers of Edward Stubbs, a 
former traveling salesman turned zombie who 
terrorizes a kitschy utopian metropolis. Played 
entirely from a third-person, behind-the-shoulder 
perspective, Stubbs’ gameplay hooks are 
innovative and work well in the context of 
the game. 

As a zombie, Stubbs’ weapon of choice is his 
own body. Detaching his hand allows the limb to 
speed along walls and through small spaces like 
an unholy spider. His hand also has the useful 
ability to possess gun-toting humans who fall 
under your control. Stubbs can also use chunks of 
his innards as grenades against his foes. Most 
importantly, Stubbs can create an army of undead 
allies by feasting on the brains of the living. 

Although the game is genuinely funny, what’s 
most appealing about Stubbs, even at this early 
stage, isn’t the humor, but rather its combination 
of combat chaos and intelligent A.l., giving every 
skirmish an unpredictable dynamic reminiscent of 
Halo. If Seropian and Wideload can pull off their 
unique vision, lightning may indeed strike twice. 


uldn’t Tie YouDo 


Squad mode 
SPEAKER@ICOM 


cords. Use the Wireless Headset instead to verbally squere off with opponents in cordless freedom. If friends 
stop by your home base, plug the SpeakerCom into the Xbox controller, and let them in on the trash talking. 


RURSFLO |S —. AF technology 


Wireless Communication for Xbox Live™ 


SpeakerCom™ and NYKO® are trademarks of NYKO Technologies, Inc. Xbox® and Xbox Live™ are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries. ©2004 NYKO Technologies, inc Ail Rights Reserved. 


MEGABITS 


American flotillas, swarms of Japanese 
Zeroes—and you control them all. This, 
however, isn’t your typical RTS game. Hop into the 
cockpit while switching between crafts on the fly. 
Train your battleship’s guns on the enemy, launch 

a sub’s torpedoes, and then dive-bomb aircraft 
carriers. The A.l. picks up the slack of any units 
when you're not at the helm. In multiplayer, up 15 
other people can join to relive World War Il. 


In Iron Phoenix, the rules of polite society 

don’t apply, so it’s jolly good form to grab 
some yutz and shove him into spikes or hurl him 
into the void. And rest assured, there will be many 
wanting to do the same to you; Phoenix supports 
16 players online with a variety of environments 
and game types. Nine magic weapons give 
brawlers access to varying fighting styles; the 
mayhem commences before April’s showers. 


While the buzz around NBA Street V3 is all 

about the incredibly detailed player models, 
equally impressive are the seminal street courts 
re-created for the game. An MTV-esque Slam 
Dunk Contest, a jaw-dropping create-a-court 
feature (think customizable everything), and 175 
scheduled real-world players—willing and able to 
pull off even more outrageous stunts at your 
command—make this ball one hot potato. 


Continuing the tradition of “sassying up” 

such staid, preppy sports as golf and 
volleyball, the Outlaw series sets its tawdry sights 
on tennis. Online play, an innovative momentum 
meter that rewards players on hot streaks with 
extra turbo abilities, multiple shot and serve 
types, fighting, customizable stats, and select- 
able outfits should make Outlaw Tennis more than 
just an exercise in strippers slapping rednecks. 
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Going the blockbuster route paved by Enter 

the Matrix and Spider-Man 2, this surefire tie- 
in will hit store shelves two weeks before the 
movie’s debut on May 19. In the game, players will 
assume the roles of both Obi-Wan and Anakin as 
they wield an array of light and dark Force powers, 
slaughter helpless robots, and eventually come 
face-to-face with the shocking truth: that Obi-Wan 
Kenobi...is Anakin Skywalker’s father! 


DRT 


In Hyper Street Fighter l-K-one half of the 

Anniversary Collection—you can pick any 
character from any version of any Street Fighter 
game...well, just so long as they’re the versions 
from Street Fighter Il through Super Street Fighter 
ll Turbo. The versions, in other words, with the 
least differences. Weak punch? Pretty much. Still, 
the option of playing Street Fighter Ill: 3rd Strike— 
the best of the bunch—online is quite a draw... 


Cininecty. StLGCt 


© sunt 


Maximum Gaming 
for 


Xbox~ PlayStation’2 GameCube: 


© 2004 Intec, inc. All rights reserved. PlayStation® 2 is a registered trademark of Sony® Computer Entertainment inc. GameCube® is a registered trademark of Nintendo™ of America inc. Xbox™ is a 
trademark of Microsoft® Corporation. This item is produced by Intec and is not manufactured, sponsored, endorsed ocr distributed by Sony® Computer Entertainment Inc, Nintendo“ of America or 
Microsoft® Corporation. 
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Holly 


Time to Trade? 


We understand. 


That’s why we've created 
the ultimate neighborhood 
gaming store where: 


YOU GET THE BEST DEAL 
ON TRADES-GUARANTEED 


Trade in your hottest new and 
old-school CLASSICS! NES! SNES! 
N64! GENESIS! DREAMCAST! PS1! 

Still got ‘em? WE WANT ‘EM! 


YOU CAN TRY ANY GAME 
BEFORE YOU BUY 


Play any new or used game So you can 
make sure it’s exactly what you want. 


YOU GET THE 
LARGEST SELECTION 


Nobody beats our selection of NEW, 
USED and CLASSIC games and consoles. 


WE’LL FIND IT FOR YOU 


Order any hard to find game and 
we ll track it down for you. 


Hit GEEEEN==TD for a store near you. 
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HALO 2 


Essential multiplayer tips for a better, happier Halo 2 on Xbox Live 


Halo 2is here and your Xbox Live 

> multiplayer experience will never be the 
_ same. Neither will your fragile ego as you 

get owned in the Rumble Pit time and time again. 


Xbox Nation has compiled a handful of general 
tips to help you stay frosty online. 


RADAR: Actually, it’s not a radar—it’s a motion 
sensor. That’s an important distinction because it 
means if you stop moving (or move slowly, like 
when you're crouched), you won’t show up on it. 
Use that to your advantage, especially in team 
modes like capture the flag. 


E-Z CHAT: If you want to speak to your entire 
team (or to everyone in free-for-all games), you 
don’t need to hold down the White button (or Up 
on the D-pad) the entire time. You can let go 
anytime after you start talking and the game will 
act like it’s pressed down until you stop speaking. 


LONG WAITS: If you're spending an obnoxiously 
long amount of time waiting in the matchmaking 
screen for ranked games, you're not alone. 
Thankfully, Bungie has addressed the problem 
with an auto update. Go download it now! 


MAP WON’T LOAD/DIRTY-DISC ERRORS: 
Sometimes the culprit here actually is a dirty or 
scratched game disc. If that’s the case, take it out 
and clean it. But according to Bungie, sometimes 


these errors are caused by faulty Xbox DVD drives; 


if that’s the case, you may need to get yours 
replaced. The only work-around now is to reboot, 
but Bungie is working on a solution where you will 
be able to load other maps after you get the 
errors without having to restart. 


LEVELS: Everyone knows that the little number 


~next to your name is your Halo 2 ranking, but do 


you know how it’s determined? You can find the 


exact math in the official strategy guide or on 


Bungie.net (and see precisely how close you are to 
your next level), but all that’s really important to 
remember is that you gain experience points by 
beating higher-level players and lose them by 
finishing below lower-level enemies. Yes, you can 
get demoted if you suck too hardcore. 


BUNGIE.NET: Speaking of this website, how come 
its logo appears behind some players’ names on 
Xbox Live? Simple, they went and registered on 
the site, linked their gamertag to their Bungie.net 
login, and clicked on the option “Show Bungie.net 
User Status in Halo 2.” OK, maybe not so simple. 


BOOST YOUR LOOK SENSITIVITY: As high as you 
can stand it. Players who can turn faster are at an 
advantage looking for targets as they run around 
and in close-quarters circle-strafing fights. 


EXPLODING CRATES: In a first-person shooter? 
Whodathunkit! But seriously, don’t ignore these. 
Almost every level has some, and you can often 
just push or shoot them for an instant kill. 


LAST GASP: If you're definitely about to die (like if 
you’re being shot from behind and will be dead by 
the time you turn around), let loose a grenade 


_ before you topple over. It might just avenge your 


death from beyond the grave. 


“U KILLED [SOMEONE]”: If you see messages like 
this (instead of “You killed [someone]”), the sides 
of your viewing area are being cut off. This 
happens anytime you run the game in 480p 
progressive-scan mode. Fortunately, Bungie has 
released a fix to this bug (in the same update 


package as the matchmaking Batch) that will 
automatically download when yen oe onto Live. 


FIGHT FOR YOURSELF: If you're : carrying the 
oddball or flag, don’t forget you still have a a (rather 
powerful) melee attack. 


MIGHT AS WELL JUMP: If you find yourself 
staring down the barrel of the rocket launcher, 
keep leaping into the air (to avoid splash damage 
when the rocket hits the ground) and try to get in 
close for a suicide kill. 


UNLOCK THE SECRET MULTIPLAYER MAP: Once 
you've finished the game, restart the last level in 
co-op mode with your player and a newly created 
profile. Make sure the new guy rides in a Banshee 
and does a barrel roll (press any direction and A), 
then finish the game again. Now go into multiplayer 
and the Foundation map will be open! _ 
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ASCENSION 


With a circular center platform and a 

sniper point on each side of the map, 

Ascension is an unusual mixture of open 
Space and cramped, smaller corridors. Sniper 
players will love the level, and a Banshee is 
invaluable for air supremacy, allowing you to pick 
off your opponents from the safety of the skies. 


GENERAL TIPS 


Ascension takes a bit of getting used to since 
there are some parts suitable for up-close attacks 
and some for mid- to long-range shots. Hold on to 
__abalanced weapon combo like the shotgun and a 
sniper or a battle rifle (press Y to quickly switch 
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between the two). If you prefer to dual-wield, you 
can go with something like the submachine gun 
and Magnum combo since the SMG is decent up 
close and the magnum is effective both point- 
blank and in midrange firefights. 


SLAYER TIPS 


Adjust the look sensitivity in the Controls menu 
within your player profile. The best players will use 
higher settings so they can look and turn around 
quickly. Try out the higher numbers while you play 
through the campaign, so by the time you get to 
multiplayer, you'll be accustomed to them. More 
importantly, know the map inside and out. When 


you spawn, always run toward your weapon of 
choice, and when you can, cherry-pick your kills 
from those already engaged in gun battle with 
somebody else. 


KING-OF-THE-HILL TIPS 


Pay attention at the beginning of the game to 
how many competitors are in the match. If it’s a 
small group of four or five, then feel free to be 
more aggressive in going after the hill, because 
there’s a good chance the zone won't be heavily 
defended. If you're playing with a larger group, be 
slightly more cautious before you get into the 
designated area or you'll be taken out almost 


instantly. Don’t get discouraged if you only 
maintain control of the hill for a few seconds 
at a time in a big match—that’s the nature of 
the game. 


ODDBALL TIPS 
Run! You can’t just sit and hide with the ball or 


your opponents will track you down within 
seconds. Try to utilize less-traveled paths like the 
narrow walkway connecting the higher sniper 
tower and the Banshee’s parking place. With a lot 
of luck and a good strategy, you should be able to 
put together some long runs with the ball, 
assuming there aren’t too many opponents in the 
game. If you're about to die, jump off the nearest 
ledge to your death so your enemies won't be able 
to pick up the ball right away. Instead, the oddball 
will appear back where it started at the beginning 
of the game. 


SECRET ROCKET PLATFORM 


Just below the circular platform off to the left of 
the center of the map, you can jump down to a 
hidden platform to grab a rocket launcher. A wind 
boost will throw you back into the middle of the 


map. If you grab the rocket launcher and head 
back using the wind boost, you'll have a great : 
aerial view of the enemies usually clustered 7. Vee 
around the center of the map. That’s when you os & 
rain down death from above. You can also use this 
boost to propel yourself onto the metal beams in 
the center of the map, which is a good spot to 
hide from the enemies running around below, but 
watch out for snipers, because the two main 
sniper spots will be aiming right at you. 


SNIPING 


Ascension is one of the sniper-friendliest maps in 
the game thanks to multiple elevated platforms 
that have views of most of the surface space in 
the level. If you’re sniping, be sure to watch your 
back, because both of the key sniping points in 
the level leave you vulnerable to attacks 
from behind. With sniper rifle in hand, try 
flying a Banshee up to the roof above the 
eastern sniper tower. Once there, you can 
snipe without having to worry about 
getting assassinated from behind. Watch 
out for enemy marksmen trying to take 
you out from the opposite tower. 


NATION JANU 


BLOOD GULCH RETURNS... 


OAGULATION 


The much-talked-about Coagulation map 

is Halo 2’s upgraded version of Halo’s 

popular Blood Gulch arena. It’s basically a 
lengthy canyon with a base at each end and a few 
hills in the middle to vary the terrain and prevent 
snipers from dominating. There is also a path first- 
time players may miss along the side of the map, 
where you can go to find power-ups and sneak 
past opponents. Be prepared to spend lots of time 
delivering bombs and flags on Coagulation. 


GENERAL TIPS 
___ In addition to various boulders added to the map, 
___ the terrain in the middle has more hills, making 
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things difficult for snipers who like picking off the 
opposing team as they wander out towards the 
middle to grab the rocket launcher. This makes it 
easier to advance on foot and harder to find a 
straight path to drive vehicles across, so if you 
want to progress slowly on foot with a battle rifle 
as your primary weapon, you should be OK. The 
rocket launcher sits in a vulnerable position in the 
middle of the field almost equal distances from 
the two bases. Due to its new homing capabilities, 
ownership of the rocket launcher is important if 
you want to take out enemy vehicles. If the 
opposing team grabs your flag and takes off ina 
vehicle, try your best to teleport out to midfield 


and grab the rocket 
launcher to take them 
out. 


CAPTURE- 
THE-FLAG 


TIPS 
Flying back to your 


base with the enemy’s 
flag in a Banshee could 
be risky, because even 
though you have some maneuverability, you're in a 
more fragile vehicle than you might think. Have 
your teammates back you up with Warthog or 


THE WARTHOG IS KEY: in CTF matches, 
it’s important to keep your Warthog 


intact for a getaway vehicle. 
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XBOX LIVE ARGADE 
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A sii full - quarters makes : 1 comebac ae 


Microsoft has yer 
decide ed to up t 


age ain 
he ve jlue of — 


,2. 


_time by providing a constant y 


growing : library of beer-and-pret zels 
games for casual users through — 
Xbox Live Arcade. Available in local 
stores, enclosed in Live 
and likely bundled with everyt! hing 


else (three-month Live trial code, 


_ by installing and granting you 


access to the Xbox Live Arcade 


interface. Similar to the slick Xbox 

native interface, its series of nested 

menus will offer a variety of game 

categories from which you can 

_ simply pick games to try—and buy. 
When it launches, XLA will present a 


select tion of genres, including retro 


arc. ade, card, and board pames; 


_ puzzle and trivia games; actionand 


arcade games; and social sports. 


___ What sort of games will you find in 
_ these cate eB ories? Xbox Nation 


i: gives 1S yout eS $C Oop. 
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ON THE DL 


OFFICE COMPLEX 


Finally, we’re given a massive office 
building containing three stories of 
cubicle after ever-lovin’ cubicle. OK, 
there are conference rooms and 
executive offices as well, along with 
- the beloved snack machines and 


KILLHOUSE 


Familiar to any Rainbow Six player 
worth his salt, the good old SWAT 
training facility—Killhouse—has 
been one of the bread-and-butter 
levels for tactical combat games 
since forever. Spattered with set 
indoor locations for quick close- 
quarters combat, the level spreads 
out to allow snipers and machine 
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their shattering glass fronts. This is 
an intimate close-quarters map all 
the way, so don’t bother with sniper 
rifles—it’s going to be shotty time, 
and we'll actually get to use those 
breaching charges and claymores! 


gunners plenty of room to take ad- 
vantage of suckers who don’t keep 
their heads down. Unlike its pre- 
decessors, this version of Killhouse 
offers climbable boxes, which one 
can only imagine would be useful 
for those who wish to make 
themselves as visible a target as 
possible. Hey, more kills for us! 


PETROLEUM 


Petroleum is an oil transport depot 
in Anha, Saudi Arabia. This map has 
a small train depot complete with 
trains and narrow tunnels leading to 
a base loaded with twisting 
passages and narrow corridors. 


WINTER LODGE 


A huge, miserable mansion 
surrounded by a high wall, this map 
is paranoia done Overlook Hotel 
style. The mansion has two stories 
with multiple routes from above and 
below to ensure there is nowhere 
for a camper to safely hide. Just 
about every point on the map is 
designed to be accessible from two 


ON THE DL 


The newest Xbox Live downloadable content, served fresh 


Going from dark tunnels to the 
brightly lit outdoor areas will give IR 
switches a workout, and the perfect 
variety of nooks, halls, and 
occasional open areas will keep 
teams tight. 


points, so you'll be moving a lot just 
to stay out of harm’s way. This map 
is perfect for both team-based 
modes and extremely tense 
deathmatches. 


| Soe Be irh 3 


‘Dyvaic Pore 


g ’ c , “11 4 “ay be , 
% bE FRANC ty (5.. | 
| a " BLOODRAYNE 2 REDE ; AMES IN GAY Y 
ay “4 MAKING IT ONE OF & 19 COM 


-UGO.COM PRI C/f »y} 
Blood and Gore wk 
Intense Violence | ae 
Sexual Themes 


spy Strong Language PlayStation.c 


gS” Yy ~s 
MAJESCO 
~~ ay 


Www.majescogames.com 


Copyright ©2004 Majesco Sales Inc. Ail Rights Reserved. The BioodRayne logo, characters and artwork are trademarks of Majesco Sales Inc. Developed by Terminal Reality. Microsoft, Xbox and the Xbox logo are either registered trademarks or 
trademarks of Microsoft Corporation in the U.S. and/or other countries. “PlayStation” and the “PS* Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Entertainment Software Association. 


Sg a 


DOWNLOAD MANIA 


GOING LIVE LIST 


Everything you wanted to know about Xbox Live (but were afraid to ask) 


CURRENT XBOX LIVE SMES 


Title Publisher suliiohesiie Downloadable Content/Updates 
All-Star Baseball 2004 
Amped 2 2 


Burnout 2: Point of pact DC 

Cabelas Dangerous Hunt Soe a eee RARE ICS sete 
Conflict: Desert Storm Back to Baghdad 
Chronicles of Riddick: FOB iE a ee 
Dance Dance Revolution Utramix 


Dead Man’s Hand 


Dl ee 
Dead or Alive: Ultimate <oiRNeeeaaNEa 
oo 
ESPN College Hoops 
ESPN Major League Basoball 
ESPNNBA Basketball 2005 
ESPN NFL Footbal 
ESPNNHL Hockey 


ESPN NHL 2005 
FIFA sateariset pet 
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|Moosot | Fi ___|_ Three courses: Ocean Mill DC, The Gallery North, and Kapalua Plantation — 


MaddenNFL2005 2 —‘isw x. 
Magic: The Gathering—Battlegrounds a 
Menof Valor ee 
Metal Slug 3 


Midway Arcade Treasures 
MotoGP 
MotoGP 2 
MTX: Mototrax 
NASCAR 2005: Chase for the Cup 
NBA Live 2005 
NCAA College Basketball 2K3 
NCAA Football 2005 
a =e ae as Microsoft _ | — . en 


New tracks available 


Two new tracks (Backyard Bash and Mall Jump) and nine new riders 


Spring roster update now available 
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THE “COOLEST” FAMILY AND THE MOST AWESOME CHOPPERS ARE COMING THIS HOLIDAY! 


) Customize your very 
own chopper or take 
a themed chopper 
for a ride today! 


Overy ~—_s ACTIVISION. 


pores your brain 


©2004 Activision, Inc. and its affiliates. Activision is a registered trademark of Activision, Inc. and its affiliates. All rights reserved. ©2004 Discovery Commumications, Inc. American Chopper, Visit www.esrb.org 
Discovery Channel, Entertain Your Brain and related logos are trademarks of Discovery Communications, Inc. and used under license. All rights reserved. “PlayStation” and the “PS” Family for updated rating 
logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox Logos are registered trademarks or trademarks of MicrosoltGemperation in the United States 

and/or other countries and are used under license from Microsoft. The ratings icon is a registered trademark of the Entertainment Software Association. All other trademarks and trade names are 
the property of their respective owners. 


information. 


DOWNLOAD MANIA 


So you've got a shiny new Xbox 

Live account and a fat stack of 
games gathered into small (but 
organized!) piles on your floor, but you 
don’t know where to start. Well, here’s 


CURRENT XBOX LIVE GAMES 


Title 

NHL Rivals 2004 

NinjaGaiden _ 

Outlaw Volleyball 

Phantasy Star Online Episode | & ll 

Power Drome 

Prince of Persia: The Sands of Time 
RalliSport Challenge 2 

Return to Castle Wolfenstein: Tides of War 
Run Like Hell 

SEGA GT Online: WOW/Sega 

ESPN NBA 2K3 

ESPNNFL 2K3__ 

ESPN NHL 2K3 

Soldier of Fortune 2:Double Helix 
Star Wars Jedi Knight: Jedi ee 

Star Wars: Knights « of the Old Repub! ic 
Star Wars: The Clone Wars 

Steel Battalion:LineofContact 
Street Racing Syndicate 

SWAT: Global Strike Team — 

Tenchu: Return from Darkness 
Tetris Worlds Online 

Tiger Woods PGA Tour 2005 
ToeJam & Earl 3: Mission to Earth — 
Tom Clancy’s Ghost Recon 

Tom Clancy’s Rainbow Six 3 

Tom Clancy’s Splinter Cell 


Top Spin 

Tron 2.0: Killer App 

Unreal Championship 

Unreal Il: The Awakening 
Vietcong: Purple Haze 

World Championship Pool 2004 
Worms 3D 

= 


our guide to everything Xbox Live: the 


games you can play online now, the 
games that have downloadable 
content, and the games with online 
capabilities that you should be 


Publisher Multiplayer 


Team Ninja 


looking out for in the near future. 
We've also got a list of the most © 
popular games out there as of right 


now, so you know where to go for the 


stiffest competition around. 


“us Downloadable Content/Updates 


Two content packs: new weapons, enemies, A.l, camera views, and faster gameplay 


a 


Activision : 


[capcom 


1 .. 


_ New quests released periodically 


OUR PICKS: | HE TOP XBOX LIVE GAMES 


Project Gotham Racing 2 

Bizarre Creations | Microsoft 

Paris premium pack contains seven tracks 
and eight cars (TVR Cerbera Speed 12, 
BMW M3 CSL, BMW 645Ci, Chevrolet 
Corvette C6, Ferrari 250 TR, Ferrari 288 
GTO, Ferrari 365 GTS 4, Porsche 356 A 
Carrera). 

Long Beach pack has eight more tracks and 
cars (Subaru 22B STi, Ariel Atom 2, Ferrari 
612 Scaglietti, Porsche 911 GT2 Clubsport, 
Subaru Impreza 22B STi, Radical SR3, Dodge 
Ram SRT-10, and Volkswagen Nardo). 
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MechAssault 

Day 1 Studios | Microsoft 

Four mechs (Corvus, Raven, Loki, 
Hellbringer), 10 maps (Hell’s Kitchen, 
Midtown, Desert Storm, Stone Cold, 
Demolition Town, Rock Solid, Jotunheim, 
Secret Outpost, Magma Fields, City Under 
Siege) and five new game modes (Giant 
Killers, Scout Match, Skirmish, Check it, 
and Take it) 


Tom Clancy’s Ghost Recon: 

island Thunder 

Red Storm | Ubisoft 

14 maps (Refinery, Beach, Ghost Town, 
Train Depot, Aurora, Riverbed, Roadblock, 
Tank, Ruins, Wilderness, Hunting Lodge, 
Island, Prison, and Island Village) and three 
game modes (Firefight, Defend, and Recon) 


Counter-Strike 
Valve | Microsoft 
Two maps: Office and Inferno 


Tom Clancy’s Rainbow Six 3 

Ubisoft Montreal | Ubisoft 

Five maps: Meat Factory, Scharins, Close 
Quarters, Parkade, and Train Yards 


Star Wars Battlefront 
Pandemic Studios | LucasArts 


ESPN NFL 2K5 
ESPN | Sega 
Roster updates 
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PROJE 


ELECTRONIC ARTS AND WARNER BROS. INTERACTIVE 
AREN'T AFRAID OF TAKING THE BIG, BLACK, BAT BACK TO HIS 


SCARY ROOTS. WORDS: GREG ORLANDO PHOTOGRAPHY: MICHAEL SEXTON 


The walls of Demorama, a creatively named 
meeting room nestled deep within the 
bowels of Electronic Arts’ secret California 
headquarters, are adorned with Batman 
posters. On one wall, the clown-faced Joker, 
his nose as pointy as his outstretched 
tongue, leads a procession of villainy 
celebrating over the prone figure of their 
mortal enemy, the Bat. To the right: Batman 
triumphant with his allies, perched atop a 
Gotham City rooftop, chests collectively 
outthrust, as superheroes are wont to do. 
And then: a solitary Caped Crusader staring 
intently off into space. 


The last poster shows the Bat symbol, all 
angled and muted in black and brown. This 
is Batman’s icon as It appears for his 
rebirth, what Warner Bros. and Electronic 
Arts are both celebrating as his definitive 
origin story. 


This is a new start for the Dark Knight 
detective. It’s a rejection of Joel 
Schumacher’s gaudy, neon-filled homo- 
erotic dance party, Batman & Robin, and a 
return of the venerated comic-book hero to 
his darker, grittier Bob Kane- and Frank 
Miller-inspired roots. This is not the Batman 
who, when he hits people with right hooks, 
the word “Ka-pow!” appears in oversized 
letters on the screen. This is a Batman who 
knows how to use the shadows. This is not a 
Batman at all interested in dancing the Bat- 
tusi or adopting small young boys and going 
on adventures with them. 


This is a Batman who will hurt you. 


And fear is his greatest weapon. 


L,ANMAC 
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BATMAN BEGINS 


BATMAN’S 
BRAINTRUST 


Antony Caiazzo, 
Reid Schneider, and 
Deni Skeens. 
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Peter Molyneux’s now-infamous 

proclamation that Fable would be 

“the greatest role-playing game of all 
time” might have come as something of a 
challenge to a company full of egos larger 
than those at BioWare. The studio’s joint 
CEOs, Dr. Ray Muzyka and Dr. Greg Zeschuk, 
are too humble, or perhaps too media savvy, 
to make such bold claims themselves (or 
better yet, too unwilling to eat their own 
words). instead, the 200-plus-person outfit 
remains hard at work in its inconspicuous 
Edmonton, Canada-based studio, churning 
out superb role-playing games for Xbox and 
PC. Each game improves upon the last in slow, 
measured paces, a process BioWare sees as 
being at the core of what it does best. “We 
think story is the future of games,” Muzyka 
Says, Summing up in one fell stroke the 
company’s design philosophy. 

When pressed to critique Fable, the doctors 
choose their words carefully. “Once | changed my 
expectations, | actually really enjoyed it quite a 
bit,” Muzyka says of his experience with 
Lionhead’s recent attempt at the RPG throne. “I 
guess it just wasn’t what | was expecting. It was 
more of an action-adventure, really. Something 
more along the lines of...1 don’t know, Zelda?” 

“One thing that disappointed me about the 


game was the general lack of consequence,” 
Zeschuk recalls. “I don’t feel that they really nailed 
that element of it—I didn’t really feel like my 
actions mattered all that much.” He pauses, raps 
his fingers against the table, and continues with a 
smile. “Other than that, | quite enjoyed it.” 


In many ways, BioWare and Lionhead have been 
chasing the same lofty goal: to create a 
compelling gameplay experience in which the 
player’s values and personality are properly 
reflected by his or her onscreen avatar. The 
difference, of course, lies in the approach: From 
Populous to Black & White, Molyneux’s and 
Lionhead’s foundation has always rested in 
simulation-style “God games,” while BioWare’s 
background rests in narrative structure, an 
ongoing refinement of “interactive storytelling.” 
So much so, in fact, that over the past several 
years, BioWare has solidified its place as the 
premier RPG developer in the Western world. Its 
name has become an assurance of quality and in 
many ways synonymous with the genre itself. 
The term “BioWare-style RPG” is used to 
describe a game that fuses a deep D&D-style 
stat system with a dense story and compelling 
characters. It is what many developers aspire 
toward, but few achieve. 


And now, after winning nearly every prize the 
industry has to offer (Star Wars: Knights of the Old 
Republic was awarded literally dozens of “Game of 
the Year” awards-—-from CNN, the Game 
Developers Conference, Amazon.com, and many 
other sources), BioWare has ditched the 
lightsabers and Wookiees for throwing stars and 
demons. It has taken Zeschuk and Muzyka nearly 
10 years to make Jade Empire; it is BioWare's first 
original universe, the game the company has 
always wanted to make. It’s an attempt to merge 
Hong Kong-style action with the depth and open- 
ended gameplay that has long been BioWare’s 
hallmark. So now the obvious question lingers: Will 
Jade Empire be the best RPG ever made? 


The first thing you notice about the game is that 
it’s technically stunning. This is not only Xbox’s 
best-looking RPG, but also one of the console’s 
best-looking games, full stop. At a glance, one 
might mistake it for a Team Ninja production 
rather than a title from a notoriously PC-minded 
developer like BioWare. While plenty of RPGs have 
certainly been easy on the eyes—the Final Fantasy 
series springs to mind-—-Jade Empire looks like an 
action game. That is to say, the game's disparate 
elements look comfortable where they are: 
Characters blend seamlessly with their 
backgrounds, animations maintain their physical 
and mechanical integrity under gameplay duress, 
and real-time special effects abound. 

Jade Empire does not feel like an RPG with 
tacked-on action elements; it feels—crucially —like 
an action game with a vast RPG back end. It’s an 
important distinction; even the award-sweeping 


i Master the art of summoning and sorcery to subdue 
your enemies (top) or... Simply kill “em the old-fashioned 
way (bottom). 
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JADE EMPIRE 


Do the monster mash: Summoning monsters to do your bidding becomes an important part of combat. 


“A REAL-TIME COMBAT SYSTEM SEEMS 


LIKE THE NEXT LOGICAL STEP FOR OUR 


GAMES—PARTICULARLY OUR CONSOLE 
TITLES.” — JIM BISHOP, PRODUCER 


KOTOR ran into considerable problems when it 
came to technology and required a certain 
suspension of disbelief specific to the RPG-playing 
crowd. The prospect of watching stiffly animated 
characters politely take turns assaulting one 
another—their attacks marred by poor collision 
detection and a wholesale lack of visceral 
response—is, to some, simply unpalatable. 

Of course, rebuilding the combat system from 
the ground up hasn't been a walk in the dojo. 
“Real-time fighting has forced us to rethink many 
of our beliefs about player rewards, pacing, 


challenge, and story, and has taken a ton of work _ 
_to pull off,” Jade’s producer Jim Bishop says.“We __ 
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went to all this trouble because a real-time 
combat system seems like the next logical step 
for our games—particularly our console titles. We 
want to make our games appealing and accessible 
to the widest possible audience, and real-time 
combat is one part of that package.” Not only a 
part of the package, this point is at the forefront 
of everyone’s mind, from fans to journalists to 
everyone we spoke with at BioWare. The company 
has certainly proven that it can tell a winding, epic 
30-hour interactive narrative; it has not, however, 


__ proven itself to be capable of creating action that 
_ can sustain itself for the duration of a winding, 
epic 30-hour story. 


@ Each of Jade Empire's six playable characters can 
readily switch between three distinctly robust combat 
styles, each with its own subset of attacks you can learn. 


2004 1UP AWARDS 


Vote for the best games of 
2004 in these categories: 


>Action >Racing 
»>Adventure >RPG 
>Fighting »>Shooter 
>Hardware >Sports/ 
>Innovation Extreme 
>Online/ Sports 


Multiplayer »oStrategy 


>2004 Game of the Year 


YOUR GAMES. YOUR VOTE. 


Pick from these hot games, or declare your independence and vote for your favorites! 


VOTE NOW! ohttp://bestof2004.1up.com 


Voting ends 12/31/2004. Winners to be awarded January in Las Vegas at CES 2005 


Discuss your favorite games with other gamers in the 
Official 1UP Awards Club at >bestof2004-club.iup.com 


Gb ano BANCO nA UORL A OTD 


International 


Which brings us back to the question of 
consequence. “Freedom” has always been a major 
tenet of BioWare games, in terms of character and 
narrative structure. With a fully interactive 
combat system, is it now possible to give the 
player the same freedom in second-to-second 
combat as he or she is given in a more gradual, 
methodical narrative? 

“We’ve really worked at keeping a sense of 
choice in the combat system,” Kevin Martens, the 
game’s lead designer, says. “Mashing buttons until 
your opponent falls down is a great place to start, 
but you are [also] given a wide selection of 
tactical options.” From what we’ve seen thus far, 
gameplay feels good—but perhaps more 
important, fighting is fun. 

The combat itself is nothing if not varied. Each 
of the game’s six characters can switch between 
any of three distinct styles (martial arts, weapons, 

and transformation/summoning, with four to 
seven moves per style) at any given moment, 

allowing for strategic improvisation within battles. 
Martens continues: “Each combat [scenario] 
presents you with a new type or combination of 
opponents, and we want players to find their own 
way to deal with the problem. Try to take down a 
group of ogres with magical fire and then try again 
with dual sabers. Both options are valid, and we 
want players to be able to find their own 
combinations of styles to deal with the myriad 
encounters that we'll throw at them.” 


At this stage of development, Jade Empire has 
proven itself able to surpass all expectations. 
From multitiered teahouses to pirate hideaways, 
the environments present the opportunity both to 
explore and to beat the sense out of many, many 
enemies in their natural habitats. 

As for fans worried about Jade Empire straying 
too far from the BioWare formula? 

Edmonds doesn’t mince words: “Jade Empire is 
first and last a role-playing game. It has a 
sweeping story, compelling themes, and rich 
characters, as well as plenty of mechanics under 
the hood, and no one will confuse it for a 
simplistic game.” 

Whether it’s a recipe for “the best RPG ever 
made” somehow seems irrelevant; if it’s the best 
BioWare game ever made, that will be just fine, 
thank you very much. 
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CHECK THE RATINGS ON EVERY VIDEO GAME BOX 


ON BACK 


EVERYONE 


EARLY CHILBROGS JEN EVERYONE MATURE 17+ 


Comic Mischief 


Mild Lyrics 
ESAB CONTENT RATING — www.esth.org 


Entertainment Software 
Rating Board 


WWW.ESRB.ORG 


Nill 


GRAEME PUTTOCK, PRODUCER: “[The main character] 
Anya doesn’t actually kill any of the guards. It forces 
[players] to take more consequences for their actions 
as they play through the game. If they do knock out 
guards or if they get spotted several times, then the 
mission will naturally become much harder to finish.” 
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STOLEN 


Due north of the urban combustion that 
" makes up most of central London lies 

the town of Camden, where independent 
game developer Blue 52 is quietly applying its 
craft to a stealth-action genre dangerously on 
the verge of stagnation. The culmination of the 
team’s many long evenings arrives in the form of 
Stolen, a sleeper title with the surprising 
potential to deliver a revitalizing shock to the 
system—if everything goes according to plan. 

The idea to develop a stealth game inspired by 
grand-theft antics from movies like Entrapment 
and The Thomas Crowne Affair traces back to the 
studio's earliest roots. “We started Blue 52 back in 
1999,” Jason Perkins, the studio’s managing 
director and one of the founding members of the 
team, recalls. Starting with a background in 
homebrew game development on the Commodore 
64, Perkins’ 22-year industry journey has carried 
him from the garage to the offices of companies 
like Sony and now-defunct publishing giant GT 
Interactive. 

Perkins’ connections to various talents in the 
industry formed the nexus of the new team. 
According to Perkins, the company’s moniker— 
Blue 52—was the next element to crystallize. “We 
wanted to come up with this wacky and crazy 
name, but we also wanted a name that, five years 
from now, we wouldn’t feel embarrassed about,” 
he says. To that end, the team members wrote 
down a list of colors, preferring to choose one 
that spoke to their collective personality yet 
remained ambiguous enough for growth down the 
years. Their “eureka!” moment came during an 
episode of The Simpsons, when Homer revealed 
the color of Marge’s hair dye—“blue 52.” 


HONOR AMONG THIEVES 


As Stolen nears its spring 2005 release date, the 
studio has allocated more than 40 people to 
finishing the game. Guiding the project to 
completion is Producer Graeme Puttock, Art 
Director Jaid Mindang, and Level Designer 
Jonathan Biddle. As principle members on the 
Stolen design team, all three exude a heartening 
passion for their work. Hardcore gamers in every 
sense of the definition, they talk excitedly about 
life on Xbox Live with Halo 2 or the infinite 
freedoms of Grand Theft Auto: San Andreas. It’s 
clear that influences from the games they play 
have made a huge impact on the overall design of 
their own brainchild. In fact, an initial playtest of 
Stolen shows that the game is a loose 
amalgamation of Splinter Cell’s shadow-play and 
gadget worship, Prince of Persia's athleticism and 


platforming challenges, and the compulsive 
kleptomania of Thief: Deadly Shadows. 

“Obviously, there are things that everyone loves 
about those titles and things that people don’t 
like,” Puttock explains, describing the process of 
cherry-picking the best elements from games 
appropriate to Stolen’s gameplay motif. “Later in 
the game, you have things like timed sections, 
which kind of hearken to Prince of Persia, where 
you have to perhaps hit a switch to disable some 
security systems, and then you’ve got a specific 
amount of time to get through that. We wanted a 
game that is more fluid and allows the player to 
have fun just moving around the environment, 
rather than having to do this very sort of slow and 
stealthy navigation.” — 

But the inevitable question looms: Does the 
world need yet another stealth-action game? The 
justification for Stolen lies in the team’s unique 


take on the tired old sneaking game. What sets 
Stolen apart from the usual suspects is ultimately 
more than just the sum of its...well, stolen parts. 
The game’s secret sauce is, in fact, Blue 52 itself, 
and the company’s insistence on creating console 
gaming’s first “pure” stealth-action title. 


STEALING BEAUTY 


You slip into the catsuit of Anya Romanov, a slinky, 
La Femme Nikita-inspired thief who’s hired for a 
series of politically motivated snatches. “The 
whole thing about Anya is that she’s supposed to 
be this very live and able sort of thief. We watched 
a lot of Hollywood-style heist movies, and they 
always have those really cool characters get into 
their target buildings, always one step ahead of 


-the security,” Puttock says. 


“Our angle was always to gear it more toward 
subterfuge and stealth, and not a guns and 


STOLEN HAS THE POTENTIAL TO 
DELIVER A REVITALIZING SHOCK 
TO STEALTH-ACTION GAMING. 


Stolen uses Blue 52's proprietary Blue View engine, allowing the game 


to render exquisite real-time lighting and shadow ee 
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STOLEN 


SINCE YOU CAN'T KILL GUARDS, STOLENIS A 
GAME CHARACTERIZED BY THE CONSTANT 
PRESSURE OF BEING ON THE RUN. 


military route [like Splinter Cell];” Art Director Jaid 
Mindang explains. “The essence of cool for us in 
those movies is being able to get in and get out 
and not be seen or heard at all, rather than having 
a body count racking up as you go through the 
level.” To give Stolen that specific non- 
confrontational, ninjalike vibe, Puttock and his 
team decided early on to limit Anya to a set of 
useful but ultimately nonlethal attacks. 

As far as melee attacks, Anya has the ability to 
punish her enemies with a flurry of attack combos 
(including one especially painful-looking crotch 
kick). Smacking the guards around knocks them 
on their backs, but nobody is ever out for good. 
“That was a design decision we took pretty much 
from the outset for a few reasons,” Puttock says. 
“The first is from a design point of view: We took a 
lot of time placing the guards in these specific 
positions. For a player to be able to go through 
and just pop them from a distance, and then run 
through an empty area, kind of defeats the point 
of the game.” 


ONCE A THIEF 

As such, Stolen is a game characterized by the 
constant pressure of being on the run from the 
fuzz—not unlike playing as a spy in Pandora 
Tomorrow's multiplayer game. This is the “pure 
stealth” philosophy that Blue 52 is pursuing. To 
equalize the odds, Anya is armed with an arsenal 
of high-tech gadgets, the most important of 
which is a multipurpose pistol. This handgun fires 
a variety of munitions, including tracking chips 
that paint your target and its “cone of view” onto 
your radar, as well as sonic emitters for distracting 
guards and nullifier rounds to take out security 
cameras. The pistol’s handy sonar device also lets 
you see through doors before entering. 

In specific instances, Anya can also use her 
vertical traverse wire to lower herself down into 
heavily watched areas full of coveted treasures. 
Gameplay mechanics during these portions 
become almost a minigame unto themselves as 
you carefully avoid setting off security systems. 

Beyond just a mistress of gadgets, Anya is, at 
heart, a skilled pickpocket. As such, you’re always 
mindful of the extra little reward you can swipe 
anywhere in a facility, including valuable 
information or loot from the guards themselves. 
Sneaking up to steal from a sentry triggers a 
frantic, time-based minigame in which success or 
failure can be the difference between needed 
security cards or death. 

Anya is also an acrobatic thief who relies on her 
agility and tiny stature to go places where others 
may not. Her abilities to scale walls, climb into air 
ducts, swing around on bars, and walk on 
environmental tightropes often make her an 
unseen predator behind enemy lines. Each of the 


levels in Stolen, besides being one giant 
interconnected playground with minimal loading 
times, has been designed with Anya’s 
sprightliness in mind. Oftentimes, the most direct 
route to an objective may not be the smartest one 
to take. 


SENTIMENTALLY SENTIENT 


With shadows, gadgets, and dexterity on her side, » 


Anya must put these assets to the test against 
Stolen’s natural inhabitants—the night watch. Our 
hands-on time gave us one lasting impression of 
the game thus far: It’s very, very tough, thanks in 
particular to the tenacious enemy AI. 

“We look at A.l. as kind of a science,” Senior 
Programmer Richard Turner says. “[Splinter Cell’s] 
A.l. is OK, but it’s not great. They’re doing some 
pretty standard things, and when the enemies are 
chasing you, it feels like they’re kind of cheating.” 

By “cheating,” Turner is referring to A.l. that 
always magically know where you're hiding once 
you've triggered their heightened sense of alert, 
even if in-game, the A.|. haven’t actually received 
stimuli that would clue them in to your 
whereabouts. Since you can’t actually remove 
enemy guards from the playing field, the A.I. 
threat is a constant in Stolen. 

“You've got two levels of A.l. There’s the A.I. just 
going on with their business, and that’s got to be 
believable, so they’re not just doing scripted 
things. They'll walk into each other and chat, for 
instance,” Turner explains. “But once they’re aware 
of you, they'll actually make decisions about 
where they think you are, rather than knowing 
exactly where you are. That’s one of the biggest 
challenges: trying to make them look convincingly 
imperfect.” 

While the A.l. in Stolen won’t be passing any 
Turing tests for humanlike behavior, they 
demonstrated incredible tenacity during our 
hands-on playtime. Our attempt at trying to 
outmuscle the A.|. by sneaking up behind them 
and putting them in choke holds was mostly met 
by brutal, point-blank gunshots to the face. 

And although Stolen is a stealth-action game, 
you simply can’t play this one like you'd play any 
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other on the market. Outwitting the A.|. requires 
all your resources and plenty of patience. 

The differences between Stolen and its many 
competitors are subtle, to be sure, and playing the 
game is a constant reminder of that fact. “The 
whole stealth market is now pretty much 
inundated,” Mindang says. “Although we've got a 
large element of stealth in Stolen, we sort of want 
the player to experience what it’s like to be a 
thief—this great athletic ability to get around the 
environment on a really stylish map. We definitely 
try and keep away from the general stealth 
military themes everyone else is doing.” // 
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Anya’s thieving skills translate well into minigames. 
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The relationship between So it only seemed like a matter of t 
videogames and drugs has someone developed a title that allower 
a long and storied past. to actually do virtual drugs—not to me 
The addictive qualities of games become virtually addicted to them over 
have been an enduring source of course of the game. “We’re not encoura 
fascination, providing countless —_the use of drugs,” insists Wayne Cline, 
(damning) comparisons producer of Midway’s upcoming Xbox crime 
throughout pop culture. There’s spree, NARC. “In a lot of games, you shoot 

the distressed parent (“My sonis somebody and you pick up their gun. This is a 


nae 


icted box! It’s like a game about being an undercover narc officer— 
sentiments are,in —_—syow arrest people and you pick up their drugs. Jack Forzenski are no! 
ech by the a So the natural question was: What do you do administeri 
‘dcore gamer (“Dude, Halo Zon with them?” they're a : 
x Live—it’s crack.”). It’s no the criminals’ stashe 


NARC is a remake of the 1988 side-scrolling 
arcade game of the same name in W 
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coincidence, then, that a history 
of-video esdocumentary — 


cast on cable 


own form of enhanced mental and physical 
abilities (see High Noon sidebar page 81). 
It’s essentially the ultimigige sign of the 


down suspected drug pushers. Di 
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target demographic. violence in any videogame at the 


Just as is the case in that remarkably realistic 
game called “real life,” there’s an element of 
risk involved with being a virtual doper as well. 
The consequence of being a full-time dope 
fiend is, of course, addiction—which manifests 
itself in NARC as none other than...a minigame. 
Shortly after smoking, snorting, or mainlining 
your drug of choice, you'll begin to feel the 
pangs of dependence. Just as it is in real life, 


NARC IS ABOUT BEING AN 
WHO CONFISCATES DRUGS. 
ONCE YOU HAVE IT, WHAT D 
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NARC 


A SANDBOX MODE PERSISTS THROUGHOUT 
NARC, WHERE YOU’RE ABLE TO STRAY FROM 
THE STORY AND PREVENT (OR COMMIT) CRIMES. 


any mission goals are immediately overridden by 
the gameplay urgency to basically stockpile more 
of the same dope that fed your high. When your 
addiction meter peaks, you go into withdrawal; at 
this point, you have five seconds to either take 
the same drug again or purchase a substitute 
called protodone (the game’s very expensive 
methadone equivalent), which gets you off of the 
addiction immediately. 

If neither of these options proves possible, 
you're thrust into a timing-based minigame: pass 
the challenge and you continue, until some time 
later when temptation (read: the minigame) arises 
again. Should you fail three consecutive times, 
however, your character will lose consciousness 
and awaken in surroundings unknown, having 
completely lost all of his inventory items. 

“The first game was all gung-ho, kill all the 
junkies in the digitized brown coats,” NARC’s 
Creative Director Tom Hall says. “But this game is 
more about teaching you through experience. It’s 
not saying, ‘Hey, those are bad, just say no!’ It’s 


saying, ‘Look, if you take [drugs], bad things 
happen.” (But presumably—in the context of how 
drugs also give you superhuman powers in the 
game—good things happen as well.) 

Go the route of the junkie and you'll lose status 
on the police force as well; one too many slip-ups 
and you’re bumped down from undercover agent 
to uniformed beat cop. Take another dip and 
you're suddenly what Hall refers to as a “civilian 
junkie jobless guy,” with the humble task of 
trying to regain your old position. Once you're 
kicked down to police officer, the game’s story- 
based missions are off-limits, and you must 
instead run around NARC’s crime-filled city in 
sandbox mode, busting criminals and (properly) 
confiscating drugs to get your badge rating back 
up to snuff. Crude as it may be, the design behind 
NARC's drug use makes uncanny sense and 
should also serve to provide some substantial 
ethical defense for publisher Midway when the 
conservative groups come knocking (which they 
undoubtedly will). 


BUT...WHERE THE HELL WAS I? 

It should be noted that there’s more to NARC than 
just huffing virtual psychoactives. A 
comprehensive story line runs through the game, 
a linear narrative full of double-crosses, shady 
dealings, and two morally questionable 
protagonists whose worst enemies may, in fact, 
be themselves. (“When we were working on the 
game,” Hall recalls, “one major [influence] was the 
film Rush—the story of an undercover drug cop 
who’s tempted into the dark side of the job.”) 

Structurally, the game is now-standard fare: 
Using Grand Theft Auto as the model, players 
hustle on foot through two major cities, based 
roughly on Chicago and Tokyo, busting perps and 
completing missions to advance the plot. A 
sandbox mode persists throughout, where you're 
able to stray from the story and prevent (or 
commit) crimes. As with the drug use, there’s a 
price for excessive violence, which results in 
detracted badge points and, hence, a significantly 
more difficult path to the finish line. Our hands-on 
playtest, however, left something to be desired in 
terms of control; aiming feels loose, and moving 
your character around lacks precision. Suffice it to 
say, gameplay remains Midway’s biggest hurdle if 
NARC is to fulfill its ambitious vision when the 
game ships in the spring of 2005. 

In many ways, NARC comes across as an utterly 
generic third-person “urban” action game at first 
glance: Grand Theft Auto without the driving, 

True Crime without the real city, and all of the 
above with the addition of copious drug abuse. 
But Hall believes that it’s not the genre, but rather 
the content, that should define a game such as 
NARC. “I think we’re going for a more difficult story 
than a lot of games do,” he says. “It’s not like 

Ben Affleck’s in a movie and says, ‘Oh no, Mel 
Gibson's in a cop movie, too!’ No, we’re just telling 
a story and having an interesting interactive 
experience. 

“| think people thought we were taking the 
subject lightly initially, but we’re trying to be part 
of the slow, painful moving of videogaming into a 
real medium in which you can tell any kind of story 
to whatever demographic you want.” // 
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HIGH SKOOL 


Really, the very fact a sidebar such as this one even exists 
must be a real thorn in the sides of many. But gaze anyway 
upon the drugs you can take, some of which are based loosely 
on their real-life counterparts. Here’s how high you'll get if 
you just say “yes!” 
_ | MARLIUANA: The least harmful and least addictive of 
i) the lot, everybody’s favorite gateway drug provides 
players with several precious moments of Matrix- 
style bullet time, in which time slows down but the player’s 
ability to aim does not. The only downside is that the screen 
sways back and forth, recalling several movies starring Robert 
De Niro and directed by Martin Scorsese. 
| wages | LSD: This is most visual of NARC’s drugs. Dropping 
id bri i visuals and helps players sort 
— ‘ters: The heads of innocent 
civilians are replaced with clown heads, while those of 
criminals become horned devil craniums. The downside, of 
course, is that you lose all sense of direction (through a 
control mechanic) because you’re so damn fried. 


} 

| 

| 

| 

| 

| 

| 

a | CRYSTAL METH: Rather than making your heart beat 
so fast it feels like it’s about to pop out of your chest, 
L= | NARC’s speed is similar to steroids and will make you 
run really, really fast. Of course, it wouldn’t be a drug without 
side effects, as you'll learn firsthand once the paranoia 

| (disembodied whispers, unexplained objects, etc.) sets in. 
| 

| 

| 


illegal substances, crack makes you a “crack shot,” 

_* | meaning you’re more likely to land head shots, and 
i re powerful when surrounded by multiple enemies. We're 
guessing the creative license had something to do with the 
fact that talking out loud about your fascination with Sammy 
Davis Jr.'s fingernails and how they remind you of the first 
time you rode your bike to Jupiter simply isn’t fun (unless 
you’re on crack). 


| v | CRACK: The least logical digital translation of NARC’s 


| you’re hooked. It’s a brawling drug, meaning that 

| you’ll become a one-man wrecking machine, 
smashing people to bloody pulps with one punch...kinda like 
PCP without being on TV. The downside of Liquid Soul is that 
for NARC, including the ugs it substitutes all NPC character models with the game’s thug 
and their addiction. Bef y, Hall models, meaning half of those bloody pulps will likely end up 
was a co-founder of id $ & having | being grandmothers and small children. 


worked on many influe bs there. 


| f | LIQUID SOUL: Immediately addictive—try it once and 


(Right) Tom Hall, creativedirectar at 


Midway helped guide thé qverall.design 
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_ Eidos’ forthcoming Lego Star Wars 
-* | may be one of the most original titles 
wee the Xbox has ever seen 
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Nintendo’s game-design 
7 demigod Shigeru Miyamoto, 
creator of Mario, Zelda, and 

countless other classics of old, 
has emphasized repeatedly that 
great games should possess the 
characteristics of excellent toys. 

Given this context, the notion of wedding Star 
Wars and Lego in digital matrimony makes a bit 
more sense. It would be difficult to imagine two 
more nostalgic properties in all of contemporary 
Western civilization, and in many ways, both seem 
tailor-made for videogames. “Lego is the world’s 
strongest toy brand, and Star Wars is the biggest 
movie series in history,” Jonathan Smith, 
development director at Lego Star Wars’ publisher 
Giant Interactive, points out . “And that makes 
them a completely natural fit. The first Lego Star 
Wars toys launched in 1999, and it’s been Lego’s 
most successful range of all time. So the question 
for the game was not so much ‘Should we do 
this?’ but ‘Why didn’t we think of it sooner?’ We 
had all these aspirations and ideas for a cool 
character-action Lego videogame—and where 
better to take them than into the epic Star Wars 
universe, full of drama and populated by the 
world’s favorite characters?” Sometimes it really 
is just that simple, apparently. 


LOST TOYS 


On its surface—and perhaps at its heart—Lego 
Star Wars is a linear third-person action game in 
which players visit a series of familiar locations 
and set pieces from a long time ago in a galaxy 
far, far away. Cute 
lightsabers are swung. 
Endearing, stylized 
laser pistols are 
fired. Light is 
good, dark is 
wicked, 

and all 

will be 


wrong in the universe until the former 
vanquishes the latter. The difference, however, is 
that the designers of this particular Star Wars 
game come from something of a different 
perspective. 

“It’s all about play,” Smith says. “When | joined 
Lego from a background in videogames, it was 
with the strong belief that the qualities | valued in 
Lego play were exactly the kind of qualities | 
valued in some of my favorite games. The way | 
felt absorbed in Lego play seemed fundamentally 
linked to those game experiences. Lego are world 
leaders in play, with a 75-year heritage and a 
dedication to the pursuit and analysis of that play 
experience. And the more | tapped into all the 
thinking and research they were doing, the more | 
was able to translate those values into game 
features and goals.” 

It makes sense, then, given the approach and 
history of its designers, that Giant’s game allows 
for much of the same sort of flexibility the Lego 
toys are famous for. As players progress, for 
example, they unlock characters that can then be 
taken back into previous scenes. By combining 
their unique skills with those of the characters 
already present in the level, it’s possible to reach 
new areas—perhaps bringing to mind Blizzard’s 
classic The Lost Vikings. It also only makes logical 
sense that players can switch between these 
various characters at any given moment: R2-D2, 
Luke Skywalker, Han Solo, and (shudder) Jar Jar 
Binks, to name but a few. Each character has 
different abilities and strengths, and careful 
management of these powers will be crucial to 

success. “We can set up challenges where [for 
example] you'll need to swap to R2-D2 to 
open a door, then to a Jedi character to 
Force-transform a Lego wall, then to 
Padme to grapple-hook up to the 
ledge above, then to Jango Fett 
to...” Smith hesitates. “Well, | 
don’t want to give away all 
our secrets. Let’s just 
say that 
Jango’s got 
some 
pretty 
special 
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LEGO STAR WARS 


moves 
all his own.” 


LEGO 
VERSUS REALITY 


One of the central conceits of Lego Star Wars is 
that Lego represents interactivity; the characters 
and objects that inhabit this world are made of 
Legos, but the environments surrounding them 
are not. It might seem like a minor point, but it’s a 
crucial distinction; not only does this extend the 
analogy to what it’s like playing with Legos in real 
life (where the same distinction between “real” 
and “Lego” clearly exists), but it also gives the 
player an immediate and consistent guide to 
what’s interactive and what’s not. It’s a slippery 
area where many games stumble (how many 
times have you wondered why nothing happens 
when you shoot a particular computer screen, 
when you shot one just like it five minutes earlier 
for a shower of sparks and exploding circuitry?), 
but it’s one that Lego Star Wars happily embraces. 

Smith elaborates: “Once we’ve established the 
rule that everything in the world that is made of 
Legos can be played with—can be interacted with 
in some way—then we find that players are 
instantly and instinctively drawn toward these 
Lego objects. You never encounter the problems 
of some game environments where you have to 
experiment to find which objects around your 
character are useful and which are noninteractive 
‘set dressing. You recognize Lego without having 
to think about it, and if it’s made of Legos, then 
you know you can jump on it, or move it, or smash 
it with your lightsaber, or shoot it with a blaster, or 
use the Force to transform it into something 
completely different.” 


LEGO MY JANGO 


Of course, none of these philosophical 
underpinnings would matter much if the game 
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LEGO STAR WARS 


LEGO STAR WARS |S ONE OF THE MOST VISUALLY 
STRIKING GAMES WE'VE SEEN, OOZING THE STYLE 
OF ITS LICENSE FROM EVERY NOOK AND CRANNY. 


didn’t look the part. Fortunately, Lego Star Wars is 
one of the most visually striking games we’ve seen 
in years, oozing the style of its compound license 
from every nook and cranny. Characters move with 
the wooden grace of their real-life counterparts: 
Cylindrical heads rotate smoothly on a single axis, 
droids and troopers explode into their various 
individual pieces when defeated, and glowing Lego 
lightsabers extend with a satisfying “pzzcheeew” 
from your character’s clawlike hands. There’s 
something profoundly evocative about seeing 


individual Lego pieces, many of which you've likely HARD AT PLAY 
forgotten about—the drinking mugs with Lego Star Wars supports co-op play, meaning two players will be able to work simultaneously to 
exceptionally large handles, the computers with (quite literally) dismantle the Lego Empire. Players will be able to exit and enter the game freely, as 
the sloped, pixilated screens—lovingly rendered in they would in an arcade game. “When you put that constant character-switching ability together 
three dimensions. John Williams’ original score with our two-player feature, you've got all kinds of possibilities,” Giant Interactive’s development 
provides an amusing juxtaposition; the epic, director Jonathan Smith says. “I’ve seen people spend almost half an hour in a single room just 
operatic soundtrack provides the sonic messing about with a friend—character switching, battling each other, and trying to discover all the 
surroundings for the heroics of little plastic men. secrets of that one small area.” While no Xbox Live play has been announced, Smith has an 
explanation, noting that there was a conscious attempt made to emulate the feeling of two friends 
LEGO, LUKE... playing with Lego’s—something that’s done live in person, not over a broadband connection. 


Legos have a certain look and a certain structure, 
and the game appears to have both of these 
elements firmly under control. But Legos 
also have a very distinctive feel, and the 
game is unlikely to succeed without a 
strong link to the actual feeling of 
playing with the little plastic bricks. It’s 
another point at which videogames 

and toys intersect. Just as there is 
something undoubtedly special about 
holding Legos in your hands—as 
opposed to, say, Duplos, Best Locks, 
Mega Bloks, or even Kubricks—games 
require a grasp of this physical 
sensation. All puns 
intended, we’re hoping 
that when Lego Star 
Wars comes together, 
everything will click 
perfectly. // 
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FIGHT NIGHT 2005 
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FOR LIFE 


A new EA Sports title is never just a game. It’s 
part of a dynasty, and Fight Night 2005 strives to 
keep the rulers of boxing in Powe. woes xevncirroxo 


When looking at 
Electronic Arts’ 23- 
year timeline, you 
can mark out two sep- 
arate eras in its history— 
before and after Madden 
NFL 2001. Although EA 
was already the major 
player in console sports 
games by the PlayStation 
era, the hyperrealism 
made possible during this 
generation took a 
hobbyist pursuit and | 
turned it into a social 
phenomenon. Worldwide, 
EA had no less than 10 
million-seller sports 
games in 2003, from 
football and basketball 
to snowboarding and 
golf, and the combined 
sales were enough to 
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dwarf the revenue of 
nearly every other third- 
party publisher. 

Due to this recent tradition of 
explosive EA Sports success, the 
pressure is on for every new 
franchise to excel, no matter what 
its subject matter. “EA’s games 
come out on a yearly cycle, and 
they make sure they're innovating 
every year with a new feature,” EA 
producer Kudo Tsunoda explains. 
“It’s not a matter of making the 
game a little better; it’s a matter of 
doing something innovative with 
every game you make.” That’s the 
task he’s been assigned with Fight 
Night 2005, due out next spring for 
the Xbox. His job is to take a game 
that revolutionized boxing sims last 
year and somehow make it even 
more revolutionary. 

Tsunoda—who Is half-Japanese 


and named after his father’s World 
War Il pilot buddy—faced an uphill 
battle with the first Fight Night last 
year. Boxing is a second-tier sport in 
the United States that’s been 
dogged by corrupt promoters and a 
lack of name-brand talent. “Boxers 
try to hold on to their titles,” he 
laments. “The champions don’t want 
to fight the promising newcomers 
because they’re scared of losing 
their title and the paydays.” 

His team’s solution: concentrate 
on the raw tenets of boxing and 
create a control system that keeps 
players coming back for more. “The 
great thing about boxing,” Tsunoda 
says, “is that on some level, 
everyone knows how to box. It’s not 
like memorizing a football playbook; 
you're just trying to hit the guy 
without getting hit yourself.” That 
was the origin of Total Punch 
Control, a system that uses both 
analog sticks to give you more 
precision control over your fighter 
than any other boxing game, 
including, ironically, EA's own 
Knockout Kings series. 

For Fight Night 2005, the main 
innovation lies in refining Total 
Punch Control to—in Tsunoda’s 


words—“deal with button-mashing 
once and for all.” Although gamers 
praised the analog-stick system, 
many boxing fans stuck to the 
traditional button-oriented controls, 
which were easier to score combos 
with. Having been refined this year, 
Fight Night's punch system is faster 
and easier to deal with: Not only are 
combos pulled off more quickly, but 
haymaker punches, attacks with 
enough power to deck a guy in one 
stroke, can be launched by deft 
spinning of the right analog stick. 
Add to this more detailed graphics, 
actual boxing strategy (you can now 
hug your opponents), and a manager 
mode, and you have enough 
innovation for yet another notch in 
the EA Sports empire. 

Fight Night, just like every other 
EA Sports game, is about more than 
just having fun—it’s also a serious 
simulation. “I'm not a big soccer fan, 
but when | play FIFA, | actually feel 
like | can go out and play better 
soccer afterward,” Tsunoda says. 
This devotion to realism in its 
chosen subjects is what has made 
EA such an enormous player, in more 
ways than one, in its post-Madden 
2001 era. // 
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y This is Tom Clancy’s Tom 
Clancy’s Xrated 

a introductory text. Or it 
would be if Tom Clancy would be 
gracious enough to write it. But, 
seeing as he’s probably writing some 
novel where the one guy gets 
involved in international intrigue and 
then has to call in a satellite-guided 
missile strike, or calling in a satellite- 
guided missile strike himself, he is, 
most probably, too busy to do so. 
This is what they call in the game 
business a crying shame. 
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C i Prince of Persia: Warrior «BR The Urbz: Sims in the City 


Within (Ubisoft) 


Bring forth hunks of random meat, 
flagons of the finest liver-reducing 
ambrosias, 34 maidservants of 
virtue undetermined because the 
coronation begins now. 


Replacing an “s” with a “z” in your 
game title is always smart and fresh, 
as Midway proved with its wacky 
sports titles all those years ago. 
Does it look dumb? Who carez? 
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Because a little Tom 


a The Lord of the Rings: 
The Third Age (EA) 


Tacking on “Tom Clancy's” to any 
game title is like a license to print 
money and, perhaps, drive a car 
made entirely out of dollar bills. 
Think about it, Lord of the Rings! 


Clancy and his 
house, Red Storm, 
once more with Tom Clancy’ oF 
Recon 2, a strategic ground-b 


surprisingly dense and 
Senryaku VII: Modern Mi 


Meritorious Tomness The kh le edz 
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| Cs Chessmaster 


Ubisoft 


“Would you like to play a nice game 
of chess?” If War Games taught 
anyone anything, it was that, no, no 
one wanted to play a nice game of 
chess. Ever. 
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i Halo 2 
| Microsoft 


Hail to the chief once more. Halo 2 
returns art and excellence to the 
Xbox and does so with 40 percent 
more online slaughterings and 
shootings in the face. 


Bad Boys: Miami 
Takedown (Crave) 


Bad boys, the question of the day is 
not what you gonna do when they 
come for you but rather, what do 
you do when your game is stinkier 
than last week’s socks? 


MAKING THE GRADE 


PRINCE OF PERSIA: WARRIOR WITHIN 
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He who would be king 


2004 may go down in the 

annals of videogaming as a 

year for perfection: Across 
the board, a slew of sequels—from 
Grand Theft Auto: San Andreas to 
Halo 2—find their developers at the 
top of their game(s). Bigger, badder, 
and more beautiful than before, 
Prince of Persia: Warrior Within joins 
this illustrious company with plenty 
to prove. As the sequel to a 
critically adored but commercially 
under-whelming game, this Warrior 
returns to set things straight. 

Within gets off to a rollicking 
start, with especially impressive CG 
setting the pace; having tampered 
with time, the Prince is now being _ 
pursued by a seemingly unstoppable 
beast (one of several impressive 
new foes to fight). As is always the 
case with time travel, however, not 
all’s as it seems—plot twists aplenty 
await the patient player. 

And patience is needed—in 
spades—in order to make it through 
this elaborate action-adventure. As 
with Tecmo’s Ninja Gaiden, Within is 
less like the “sandbox” games 


tH Na eek 


Once again, the ability to defy gravit 


y—as well as time—makes for awe-inspiring, 


storming shelves these days and 
more akin to, say, Legos. Seeing how 
all the pieces snap together is 
crucial to success. 

As before, each environment is a 
series of lovingly crafted, fantastical 
yet still believable jewel boxes, each 
made up of enough narrow 
precipices, rickety rafters, and rusty 
deathtraps to keep hearts stopped 
and would-be kings on their toes. 
“Puzzles” are extravagant, intricate 
affairs, each involving leaps of faith, 
shimmying along spindly beams, and 
other harrowing feats of athleticism. 

Unfortunately, these elaborate 
set pieces come at a cost: While 
deftly avoiding death imparts an 
almost unparalleled visceral thrill, 
the game hits frequent snags. 
Daunting in their enormity, many 
areas require frequent backtracking 
(temporally or physically) and 
“seeing” where to go next can prove 
difficult. While the prince can still 
rewind time, the inevitable trial-and- 
error tactics prove frustrating, if 
not aggravating. 

Sadly, the same can be said for 
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Bio 


action-packed moments. 


combat—a shortcoming of the first 
game this sequel tries gallantly to 
correct. The prince’s array of attacks 
has been augmented considerably, 
and the ability tc wieid two weapons 
at once helps, but in the end, the 
fighting engine has only really been 
given more depth, not “fixed” Enemy 
A.l. remains dubious; the prince’s 
attackers don’t really get any 
smarter as the game progresses. 
just hardier, more plentiful, and—- 
occasionally--kinkier. As before, it’s 
oftentimes more desirable to simply 
skip conflicts altogether. And as 
before, the game’s autotargeting 
system can often make this near 
impossible. Players will love or hate 
the irony inherent in each time the 
Prince snarls “I grow tired of this” or 
“| have more important matters to 
attend to.” 

Fortunately, more elaborate 
design helps to liven up the pacing. 
intermittently throughout his quest, 
the Prince is hounded by the 
Dahaka—a fearsome foe out to 
make the monarch meet his fate-- 
forcing him to make the most of his 
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RATED 


RRIOR WITHIN 


newfound acrobatic ability during 
breathless, frantic chases. 

Much has been made of Within’s 
grittier (and more marketable) 
aesthetic, but fans need not fear. 
The prince’s laughable one-liners, 
the anachronistic new-metal musical 
stylings, and a newfound emphasis 
on vivisections—while heavy- 
handed—don’t detract too much 


from the game’s sense of splendor. | : - Ae 2 ra , ~ ’ ser aee. WATCH THIS: 


It’s still a breathtakingly beautiful ; | =. oon = : 
and ornately appointed affair. eo : 3 Oe NS Pr aa: a Live-equipped Princes 
> _ “Mee <a Fg can test their mettle 


Can a sequel—superior in every 
way—prove a lesser entity than its 
predecessor? Other franchises have 
pushed their respective envelopes 
this year, but Within fails to innovate 
the way its predecessor did just one 
year ago. At its best, it’s nothing 
short of sheer gaming bliss; shame 
then that moments of utter, 
agonizing frustration keep it from 
being great. Put simply, Within fails 
to fix many of its predecessor Prince 
of Persia: The Sands of Time's flaws 
and foibles. This is a rightful heir, just 
not resoundingly so. // 
David Chen 


in time attack and arena 
combat modes, with scores 
posted online. But without 
the benefit of a high-profile 
event like Tecmo’s Master 
Ninja Tournament, one has 
to wonder: How long before 
no one cares anymore? 
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The idea behind The Urbz: 
Sims in the City, and it’s 
not a bad one, is to get 
your Sims out of the house. Since 
the basic gameplay behind the 
uberpopular franchise is essentially 
“playing house”—with every 
possible event, object, and 
character type that you might find 
within a household already 
accounted for—going beyond that 
into the outside world is a logical 
direction for the series. 

But whereas a house presents 
such a limited space that it’s 
possible to model its goings-on to a 
fairly accurate degree, the world is a 
much more complicated place, and 
City can’t possibly do it justice. 
Apparently realizing this, the 
creators have simplified everything 
to the point of inanity. Want to make 
friends? Perform the actions the 


Please, hammer, don’t hurt ’'em! 
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Drecks in the city 


game tells you other people find 
pleasing—those are the ones 
highlighted in green. Want to make 
money? City’s much-touted ability 
to perform a Sim’s job rather than 
just send him or her out and wait a 
while doesn’t amount to much; your 
Sim can do anything from stuff 
weasels into boxes to create avant- 
garde sculpture, but you accomplish 
every single job through the same 
Simon Says button pressing. 

Loose and haphazard graphical 
effects ensure the game doesn’t 
look as sharp as it should. The 
framerate constantly drops with no 
particular cause in view, despite the 
models and textures being fairly low 
detail, and the camera controls are 
far too oversensitive to ever put it 
just where you want it. 

City has its strengths, but 
ironically enough, they’re only what 


// ESRB: TF 


the game inherited from its parent 
series. Balancing your job and social 
life with mundane tasks such as 
cleaning up after yourself and 
keeping your Sim fed is still 
compelling, and impressing your 
friends with a well-decorated 
apartment turns out to be more 
interesting than making those 
friends in the first place. Had it been 
released as an urban-themed 
mission pack to The Sims or The 
Sims 2, the new content might have 
been better received than this 
attempt at taking your Sims into a 
place they were never really meant 
to go. // 

Nich Maragos 
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THE URBZ: SIMS IN THE CITY 
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PUBLISHER: Activision 


No medals necessary 


_ “This isn’t about medals or 
1 honor,” Sgt. Chuck Walker, 
one of Call of Duty: Finest 
Hour’s several playable characters 
says. “This is about winning the 
war.” With such an obvious stab at 
the competition, you have to 
wonder if Activision is declaring a 
war of its own on Electronic Arts’ 
generally excellent (yet somewhat 
tainted after Rising Sun) Medal of 
Honor series. If nothing else, Hour 
proves Call of Duty’s success on PC 
was no fluke. But then again, don’t 
go expecting any Game of the Year 
nods for this incarnation. 

Although Hour and last year’s 
Duty for PC are totally independent 
of one another (aside from a shared 
setting in Stalingrad ripped straight 
out of Enemy at the Gates), the 
philosophies behind each game— 
namely, key factors distinguishing 
Duty from Honor—remain intact. 
You’re not just one guy who single- 
handedly wins key WWII battles; 
rather, you control several 
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characters who follow orders and 
work with teammates to do so. It 
feels a bit more realistic. 

But only a bit more. Hour is yet 
another bloodless war game where 
being near death (after taking about 
six shots from a machine gun, no 
less) fails to slow a character 
down—understandable for 
gameplay’s sake, but still off-putting 
when realism serves as a selling 
point. Perhaps that’s all for the best, 
though, as missions such as Depot 
Saboteurs in North Africa not only 
prove extremely difficult, but also 
add hours of repeated tasks due to 
checkpoints spread more than 10 
minutes apart. Meanwhile, 
inconsistent A.|. works well one 
minute but almost comically the 
next. Sgt. Dehart may celebrate 
your having saved him by 
repeatedly running in circles or 
straight into a wall. 

Thankfully, the shoddy A.|. and 
other flaws are rare or negligible 
enough so as not to detract from 
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the overall enjoyment of an 
otherwise great game. Hour stands 
out the most in its mission diversity. 
Primarily a first-person shooter, the 
game quite agreeably changes pace 
with levels focused on driving tanks, 
gunning from a high-speed jeep, 
fast-paced sniping, or other breaks 
from the norm. 

Excellent production values 
further enhance the experience, 
from visceral orchestral music to 
spot-on surround sound serving as a 
reminder someone from the Axis 
powers is always gunning for you. 
And Xbox Live support adds 
considerable value. 

It’s all enough to make what isn’t 
necessarily Xbox’s finest hour into, 
at the very least, a dozen or so 
mostly enjoyable ones. 
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One cat you won’t have po reactions to 


_, For a genre that was 
declared dead two years 

y ago, platformers still 
occupy a huge chunk of shelf 
space...on the PlayStation 2, 
anyway. For the Xbox, the situation 
is far bleaker, and no game 
symbolizes this more than Blinx: 
The Time Sweeper, which was 
supposed to take Japan by storm 
but instead found a home in bargain 
bins on both sides of the Pacific. 
That’s why it’s refreshing to see the 
developers at Artoon take a back- 
to-basics approach with their feline- 
oriented sequel. Instead of trying to 
revolutionize console games, Blinx 
2: Masters of Time & Space is 
simply an unassuming, solid, and 
well-executed platformer. 

Even though this game’s called 
Blinx 2, you don’t actually control 
the cutesy orange-and-white bugger 
Blinx much—instead, play alternates 
between Time Sweeper squads and 
the piglike Tom Tom Gang, both 
chasing after pieces of a galaxy- 


Cats ibid Ne sled s of time shh ll: 4 ane can be end tl 


rending time crystal. As with the 
original, the cats control time, 
“pausing” the world to freeze up 
rivers and “rewinding” giant plants 
back into tiny seedlings. The 
thieving pigs wield heavy-duty 
weaponry and Bugs Bunny-like 
portable holes, useful for warping 
out of danger and sending hapless 
Time Sweepers to an alternate 
dimension. 

Unlike the first Blinx, which mostly 
succeeded in annoying the snot out 
of players, Space cleverly uses this 
gimmickry to expand on its standard 
hop-n-bop core. There’s no time limit 
in this game, and most of the 
arbitrary restraints on your skill set 
have been removed, letting you 
concentrate instead on the addictive 
business of solving puzzles and 
playing around with the time/space 
controls. The puzzles are devious 
without being unfair, and there’s just 
enough off-kilter Japanese humor to 
keep you motivated. Things never 
get too tricky (there are hints every 


temporal t to their will. 


step of the way), but the puzzles are 
engaging, and they eliminate the 
monotony nearly every platformer 
falls into after two or three hours. 

Although the Time Sweeper 
missions are smartly designed, the 
Tom Tom bits aren't quite as 
smooth—they involve lots of stealth 
and require a trial-and-error process 
that will leave you comparatively 
cold. As a whole, though, the game 
is remarkably polished, conjuring up 
memories of an age when Japan was 
king of videogames and it was 
actually fun to collect coins. To put 
it another way, Space (despite its 
relatively tiny length and low 
difficulty level) serves as a reminder 
games don’t have to be epic to be 
engaging. // 
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Simply by the nature of the 
how-cool-is-this business in 
which it deals, EA Sports 
surely felt the need to add 
gimmicks to its latest college . 
basketball offering, NCAA March 
Madness 2005. That’s why, for no 
apparent reason, one can adjust the 
cheek puffiness of his players or 
decide whether the third-string 
forward for Idaho State would 
rather have a mustache or goatee. 

All this is silly, of course, because 
even without an excess of gadgets 
and doodads, Madness 2005 is a 
wonderful videogame and, sans 
question, one of the best hoops 
offerings of the season. 

It’s all about control, and Madness 
2005 offers plenty of it. Sure, the 
graphics might be half a step below 
Sega’s so-so College Hoops 2K5’s. 
And sure, Dick Vitale’s bellowing 
nonsense will drive you to drink. But 
here you get to truly know what it 
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@ The ability to call offensive and 
defensive alignments at will is one of 
March Madness’ greatest features. 
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feels like to run the point guard 
position for a Division | basketball 
team. Pull up at half court, and with 
a few button-presses, you can flow a 
motion offense, set up an iso play for 
the small forward, alley-oop to.the 
center, or bounce-pass down low to 
your posting-up power forward. It’s 
pure authenticity, and things get 
even better on the defensive end. 
Here, nothing is more fun than 
pressing the opposing players for 
the entire game, then adding an in- 
your-face double team to the 
overmatched rival point guard. It’s 
vintage University of Cincinnati, circa 
1992, and you can all but smell the 
sweat of a beaten-down rival. 

The scent? Victory. // 
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In which Casper gets popped for peeking out 


In the grand scheme of 
Tom Clancy’s Xbox legacy, 
Tom Clancy’s Ghost Recon 
2 represents the series’ final 
tactical hurrah on this current 
generation of hardware. The 
game’s gorgeous textures, detailed 
character models, and subtle 
lighting effects speak to all the 
hard work that’s gone into making 
this sequel a poster child for visual 
excess. Likewise, after the success 
of Ubisoft’s snappy Rainbow Six 
series on Xbox, the user interface 
has also been revamped to give 
Recon 2 a more immediate feel. 
Instead of being bogged down with 
waypoint markers on a big 
overhead map, you now point your 
reticule and bellow commands like 
“Move out!” to your teammates at 
the press of a button. 

But if this game is the 
technological pinnacle of military 
shooters on Xbox, then all of the 
above improvements are par for the 
course. The real question is, has Red 
Storm approached the 
pseudorealistic shooter—a genre it 


Ideall 


practically created—with a critical 
eye for evolution? Sadly, what is 
easily one of the best-looking and 
most aurally pleasing shooters of 
2004 has the unambitious soul of its 
outdated predecessor—at least 
when it comes to its single-player 
campaign. 

For a war game trying to emulate 
the chaos of a battlefield, Recon 2 
lacks the one essential element for 
success: intelligent A.I. for both 
enemies and friendlies. As with 
other Clancy-branded console 
shooters, your enemies here aren’t . 
so much brainy as they are obedient. 
They shoot back when under fire 
and come storming out of their 
hiding spots when you trigger an 
invisible wire; when you reload from 
your last save point, enemies react 
to your approach in exactly the 
same way every time. Similarly, be 
prepared to play baby-sitter for 
three bumbling squadmates. 

Thankfully, there’s Xbox Live to 
save the day. While single player 
hardly amounts to anything more 
than a picnic in a very scenic 


shooting gallery, the game shines 
online. Its newly implemented third- 
person view gives the action much- 
needed scale and perspective, while 
Red Storm continues to polish the 
multiplayer experience with a tight 
batch of maps. For better or worse, 
the wide assortment of weapons 
and huge outdoor maps reward 
those who camp and snipe. It makes 
for a slower, more paranoid 
experience, although the deliberate 
pace certainly isn’t everyone’s cup 
of tea. 

As the (likely) final Ghost Recon 
title this generation, this sequel 
closes its single-player chapter with 
a whimper. Regardless, the game 
garners a seven here based purely 
on its shared Xbox Live experience. 
Offline, this is a cardboard shooting 
gallery. Online, it’s an entirely 


different beast. // 
Che Chou 


@ Congregating around your friends is 
good when making s’mores, but not so 
good when the grenades fly in. 
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Electronic Arts spins its first (Final) Fantasy 


fm» _ theones most likely to be 
< @ let down by The Lord of the 
Rings: The Third Age— 


Electronic Arts’ first big foray into 
console RPGs—are, well, RPG fans 
themselves. Too tightly fettered to 
its licenser, Age joins Star Wars: 
Rogue Squadron and Enter the 
Matrix as the latest in an uneven 
line of high-profile—but 
underwhelming—tie-ins. Like the 
inevitable amusement park ride, 
Age reflects a wealth of talent and 
resources; but as a game, it’s safe 
and absolutely unambitious. 

In the pedestrian sense, Age does 
the job just fine, with plenty of stats 
to balance and abilities to acquire. 
Those new to the genre will 
appreciate its user-friendly approach 
to a familiar formula: Explore before 
engaging in combat three abreast, 
mixing up magic, melee, missiles, 
and eventually, more complex 
stratagems. Ultimately, though, it’s a 
frills-free rehash of older—and 
superior—games. 

Quest goals are arbitrarily applied, 
side quests are simplistic and 


implied, minigames or similar 
diversions from all the slashing and 
spellcasting are nonexistent. 
Character customization is almost 
entirely additive; rarely is the best 
option for gearing up any less than 
obvious. Similarly, experience points 
and new, more powerful gear come 
far too frequently—more nuisance 
than welcome reward. 

Predictably, enemies are almost 
entirely limited to bigger and badder 
variants on familiar faces. Even the 
most fearsome of the film 
fellowship’s foes lose their 
majesty—any fan of the films will 
easily predict who and what will 
show up when. Which isn’t to say the 
many races and places of Peter 
Jackson’s Middle-earth aren’t 
accurately—and admirably— 
represented. The most attention has 
been lavished on such blockbuster 
beasties as the balrog, ents, and 
nazgul, and it shows. The 
environments, especially, capture 
the look, feel, and scale of the 
movie's set pieces to a T, although 
some lack the minutiae that really 


bring worlds to life. 

But behind the polygons, particle 
effects, and gratuitous cameo 
appearances lies an RPG engine 
with a sound but derivative system 
that genre fans will find tried, true, 
and a little bit impressive. As an 
Xbox RPG, the stakes are even 
higher. The few role-playing options 
already available on Xbox are as 
innovative, good-looking, and 
memorable as those any console 
has to offer. Age pales when held up 
against the evolutionary gameplay 
and moral urgency of Star Wars: 
Knights of the Old Republic or 
Fable—not to mention the variety 
and visual splendor of any recent 
Final Fantasy game. | 

Throughout the game, players 
contend at every turn with repeated 
reminders (in the form of repurposed 
movie clips) that each in-game 
scenario has a cinematic 
correspondent. Interacting with 
Aragorn, Legolas, and others finds 
their lines from the film spliced and 
shoehorned into awkward, new, and 
needless dialogues with the player’s 


As with many multiconsole titles, The Lord of the Rings: The Third Age sports PlayStation 2-esque graphics. 


@ Co-op “mode” is a nonfactor, the 
equivalent of passing the controller back 
and forth with a friend. 


| 


as 


party, and the games’ heroes spout 
out, word for word, much of the 
movies’ most memorable dialogue 
upon reaching key locales. 

And while the in-game voice 
casting is quite good, any palpable 
sense of emotion, conflict, or 
drama—the things that make up a 
good story—is lacking. But the most 
egregious shortcoming is that so 
much of the content, including 
scenarios, sounds, set pieces, and 
the story (flimsily intertwined with 
the plot of the films), reflects a 
world limited solely to the 558 
minutes filmgoers have come to 
know as Rings canon—no more, no 
less. Simply put, Age suffers from a 
shortage of any sense of mystery. 

As an (almost absolutely) literal 
re-creation of the films’ rich sense of 
splendor, Age nails its mark. And so 
it should: Merging the world’s most 
popular fantasy game series with 
the world’s most popular fantasy 
film series is about as safe as bets 
come. Nonetheless, Xbox owners 
should expect more. // 

David Chen 


Packed with plenty of special effects to enliven the events onscreen, The Third Age looks quite good-for a Pl 
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» See Bobby run. See Bobby 
= turn into weird blue lizard. 
| See Bobby jump. This fairly 
well sums up the entire game that 
is Scaler, A2M’s foray into the 
already overcrowded platformer 
market. Through the game’s 10 
levels, you will control the shape- 
shifting Bobby Jenkins, a Willy 
Beamish-type kid who gets zapped 
into a lizard dimension in order to 
bring down a tyrant bent on 
dominating the universe. Two levels 
into Scaler, you'll realize just 
because you’re the Lizard King, it 
doesn’t mean you can do much of 
anything with it. 

Scaler does possess a visual 
beauty of sorts, with the type of 
graphical presentation reminiscent 
of Beyond Good & Evil—had that 
title’s graphical budget been cut in 
half. The animations are smooth and 
accurate, and the environments are 
teeming with organic life. Gameplay 
moves include riding vines, jumping 
(single and double), simple attacks, 
and item collecting. Collected items 
can be used to purchase attack 
upgrades and increased health 
efficacy. Jenkins’ two main attacks 
consist of tongue lashing and claw 
swiping, and upon defeating a 
certain number of any one species, 
he can morph into other creatures. 
Each transformation comes with its 
own invaluable feature set, such as 
the ability to roll into a ball and bowl 
down anyone in your way. 

Scaler is by no means a bad game, 
it just seems to be content to 
wallow in mediocrity. Its $20 price 
tag may be attractive to some, and 
its appeal may be right on target for 
the youngest of audiences that 
don’t know the difference between 
an A- and C-list title. Taking into 
account all of the other choices 
available, Xbox owners would be 
hard-pressed to come up with a 
reason, other than the financial, to 

spend valuable gaming time with 
the little lizard that could. // 
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Eye spy a seven out of 10 


, If you come into this new 
| GoldenEye shooter hoping 
for a gripping, cinematic 

experience along the lines of 
Electronic Arts’ last James Bond 
game, Everything or Nothing, you’re 
setting yourself up for a 
disappointment of Timothy Dalton 
proportions. GoldenEye: Rogue 
Agent's story, following a feud 
between rival archvillains Dr. No and 
Goldfinger, is as lightweight as it is 
silly. But who cares? What you 
should expect is action—riding a zip 
line between high-rises in the neon- 
lit Hong Kong night, blasting agents 
as you ride an elevator down the 
middle of a glitzy Vegas hotel, 
taking out tanks with a rocket 
launcher on top of Hoover Dam— 
that’s what Agent delivers. 

And thanks to the well-crafted 
enemy A.I. and unique powers you 
earn for your golden eye, even the 
less over-the-top single-player 
moments are enjoyable. Every room 
or hallway of bad guys holds plenty 
of possibilities: Want to charge at 
them with your shield engaged? Or 


GoldenEye meets Leadheac 


he blue sparks indicate a hit. 


take a hostage for use as a human 
shield instead? Maybe you could flip 
that switch with your psychic power 
and open the trapdoor beneath 
their feet? Or just shoot that 
explosive barrel behind them? 
(Predictable, sure, but still fun.) 
Bonuses awarded for killing in 
interesting ways further encourage 
you to vary your methods. 

Whatever strategy you chose, 
enemies take cover, charge, and 
retreat well enough to keep you 
engaged. Plus, they constantly talk 
to each other (“Spread out.” “He’s 
got some kind of shield!” “He’s 
behind that ledge!”), letting you 
know they’re thinking. 

Weapon choices help keep things 
exciting, adding a few interesting 
guns (a rail gun that shoots through 
walls, a remote-detonating mine 
launcher) to the standard arsenal. 

The dual-wield ability works well, 
almost exactly as it does in Halo 2— 
each gun can be picked up and fired 
separately. As for the rest of the 
controls, once you change from the 
default setup (try Precision V2 
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instead), they feel solid. You'll be 
tossing grenades, switching 
weapons, ducking, and sniping 
with ease. 

Just don’t waste your time looking 
for the jump button—there isn’t one. 
Like the original Nintendo 64 
GoldenEye, Agent keeps your feet 
planted firmly on the ground, most 
likely in an attempt to keep things 
simple for a wider audience. It’s 
strange at first, but outside of 
multiplayer (where it’s sorely 
missed), you barely notice it after a 
few levels. 

Graphically, Agent neither 
impresses nor disappoints. The 
levels include a wide variety of 
exotic locales with very few 


-GOLDENEYE: ROGUE AGENT 


instances of repeating objects or 
rooms, but nothing that showcases - 
nearly the amount of detail the Xbox 
is capable of. You can tell this game 
was made with the Sony PlayStation 
2 and Nintendo GameCube in mind. 
But the biggest splinter in this 
GoldenEye is exactly what everyone 
remembers so fondly about the 
Nintendo 64 original: multiplayer. 
You'd think the balance between the 
eye powers and the various traps 
built into the levels would make for 
a unique, thrilling online experience, 
’ and maybe it would, were everything 
else not so half-assed. You're limited 
to just eight players; changing 
modes requires everyone quitting 
every time; and many of the 
environments, ripped directly from 
the single-player game, just don’t 
work well in multiplayer. Hell, you 
___ Can't even choose which side to be 
~ Onin team games. On the 
PlayStation 2, this is disappointing, 
but on the Xbox—where most 


games figured this stuff out over a 


year ago—it’s inexcusable. / 
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When it comes to Halo 2 on Xbox Live, you're 

a multiplayer savant, a dual-wielding devil, 
and a terror with the energy sword. But somehow, 
you're humbled by the single-player campaign on 
Legendary difficulty. In fact, you can't even get off 
the space station in the first chapter of the game. 
Welcome to what Halo masochists call “the 
Legendary crawl,’ a hard-as-nails battle with the 
devious denizens of Bungie’s world. Although 
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Playing Halo 2 on Legendary puts hairs on your chest 


notoriously difficult, playing Halo 2 on Legendary 
showcases the game's ingenious combat A\l., as 
well as forces you to become aware of the clever 
level designs that many people gloss over as they 
push through the story. To help our legendary 
readers get through this time-consuming endeavor 
(expect to replay some of the checkpoints for hours 
at a time), Xbox Nation has compiled sage advice 
on how to defeat each of your Covenant 


GRUNTS 


The cannon fodder of the Covenant task force, these 
cute little grunts have come a long way from being the 
harmless playthings they were last time around. Although 
they're still easy to take down with a direct burst to the head or 
chest, grunts are now much tougher and more resourceful on 
Legendary. They're more aggressive and accurate with plasma 
grenades, they can take more damage (sometimes it takes up to 
three bursts from a battle rifle to drop ’em if you can't hit their 
vitals), and given the chance, they'll hop into turrets and vehicles to 
take you down. Always dispose of grunts first in any firefight to 
lessen your liabilities. 


Best weapons to use: Magnum, SMG, battle rifle, grenades 


JACKALS 


Like grunts, jackals were nothing more than comic relief 
in the original Halo. Now, they're back with not just 
energy shields (which can still be shattered with a 
strong volley of bullets or plasma), but a nasty new 
toy as well: the beam rifle. Although manageable at 
point-blank range, if you nail’em with melee 
attacks, their energy shields and sheer numbers 
may prove overwhelming at midrange. Keep them 
off your back by shooting any part of them first, 
Y then, as they double back to reveal themselves, 
pop bursts into their faces. The jackals that you 
really need to watch out for are the sniper variety, 
who have no qualms about abruptly ending your military 
career. No real trick there, except the occasionally trial-and- 
error process of pinpointing their locations and engaging in a 
sniper battle. 


Best weapons to use: Battle rifle, carbine, sniper rifle, 
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Seemingly invincible at first on Legendary, brutes are quite 
manageable, if you go into the fight with the rignt weapons. 
g range, brutes aren’t much different from Elites; they'll 
ug you any chance they get with their plasma rifles, and 
jey're annoyingly accurate with their brute-shot grenades 
But far off is where you'd ideally like to be when it comes 
to brutes. Set yourself up behind some cover, select a 
sniping weapc ) for their heads. If youre < 
crack shot, It should take two simple hi h Its (the first 
pops off a brute’s helmet). This is by far the best 
way to dea with brutes. IF you find yourself 
locked in a firefight with a p of brutes at mid 
to sh “e nge, try erie them with hit- 
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wit ith melee attacks. 
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Best weapons to use: Plasma pistol, battle rif 


Pitifully underutilized in Halo 2's single-player « 
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based weapons (sniper, beam, and battl 

carbine). It's best to deal with drones as s 
horizon, before they get the chance to scatter 
with potshots and ambushes. Too bad drone 

prominent role in the Covenant’s arsenal. 


Best weapons to use: P\asma pistol, Dattle 


Rule No. 1 when it comes to hunter 
the sae to crush your ids with =\A 
grou 1d and ¢ a ein fae wh el they perrom 


ampaign, these 
rough superior numbers. 
which you'll firs 


using precision 


{ ye 
lay c 
a ee 
ITU | laSIlMd & 
YOVE I \¢ 
Ax t 
eir Shc 


tr i no easy, veioe to take these suckers down 


them while yot fie out of the way of their melee a 


backs. E a3reful not to ge 10 close when 
mel tack tat t nd them 


include sticking plasma grenades behind their ba 


well- — shot from a sniper or beam rifle 


you do so, as hunter: 
Ni sie ( yr I | ; 
elimina ti a 


Best weapons to use: Magnum, SMG, Datte 1 


XBOX NATION AN! 


Wy At 


1 cannons have 
2>r a lot of 


+ STUFF 


sure, you can afford it 


1. VOLTAIC BACKPACK 
$229 
http://www.voltaicsystems.com 
Become a walking power outlet: Three 
aluminum-panel solar cells are 
» embedded along the back of this pack, 

~ along with enough wires and in-seam 
connections to charge most small 
devices. In direct sunlight, you can 
bring a phone back up to full strength 
in about six hours—and it looks good. 


2. QRIO 
$65,000 : 
-- http://www.sony.com/QRIO 

‘  In“the future” (read: Japan), Sony has 
solidified the fact that the robot 
apocalypse Is nigh. QRIO walks up 
stairs, plays fetch with your dog, knows 1 
where it is via Stereoscopic cameras in 
its eyes, and even has intelligent 
conversations with you. Easily one of 
the most stunning pieces of 
technology we've ever seen. 


3. SPIDER-MAN: THE '67 
COLLECTION 

$50.99 

http://www.bvhe.com 

The 1960s brought us free love, 
unwashed hippies, and the totally 
psychedelic Spider-Man cartoons. Now 
Buena Vista Home Entertainment 
makes it possible to relive this 
turbulent decade, minus the stinging 
pot haze, with the six-volume Spider- 
Man: The ’67 Collection DVD box set. It 
includes 53 totally freaky episodes and 
enough wacky villains to clog a whole 
weekend. 


: 4. HALO 2 ACTION 
FIGURES 
- $14.99-$17.99 
http://www.joyridestudios.com 
The war continues, and Joyride Studios 
is there to capture it with all-new 
ultracool Halo 2 action figures. The 
first wave of Halo 2 toys includes a 
Master Chief with new Mjolnir Mark VI 
_ armor, an enormous Covenant Brute, 
‘. and a Warthog with gauss cannon that 
- comes packed with a mini-Master 
Chief and a tiny marine. 
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ESSENTIAL SELECTION 


Xbox Nation picks the 50 best Xbox games to date 


Dev.: Bungie Pub.: Microsoft 


We like: Non-stop action, improved looks 
and cut-scenes that work. 


We don’t like: Repeated Repeated 
textures textures. 


Dev.; Ubisoft Montreal Pub.; Ubisoft 


We like: Revisits that do justice to 
the originals. 


We don’t like: Being bum-rushed by 
demons you can’t tell apart. 


Dev.: Capcom Pub.: Capcom 


We like: Innovation and unapologetically 
huge controllers. 


We don’t like: Not reaching the Eject 
button in time and having saves wiped. 


Dev.: Tecmo Pub.: Tecmo 


We like: Reinvestigation of classic 
gameplay style with updated tech polish. 


We don’t like: Cameras that don’t allow 
for adjustment during dicey moves. 


Dev.: Namco Pub.: Namco 


We like: Flexing our long-unused Punch- 
Out! skills, this time in the proper setting. 


We don’t like: Amnesia as a plot device, 
no matter how effective it may be. 


Dev.: Ubisoft Shanghai Pub,: Ubisoft 


We like: An online component that 
doesn’t feel like a half-assed afterthought. 


We don’t like: Getting busted by the 
randomizer, not our lack of skillz. 
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Dev.: Bungie Pub.: Microsoft 


We like: Launch titles that rule, as well 
as season three of Red vs. Blue. 


We don’t like: Endless fights with The 
Flood in vast identical geometric rooms. 


Dev.: Rockstar Vienna Pub.: Rockstar Games 


We like: Two-for-one deals. Fingers on 
our hands. Straight thugging. 


We don’t like: Public outcry about 
declining morals in videogames. 


Dev.: Criterion Pub.: Electronic Arts 


We like: Being awarded medals for our 
road rage, instead of being thrown in jail. 


We don’t like: Lamers who ditch matches 
when it looks like they’re about to lose. 


Dev.: Namco Pub.; Namco 


We like: Finally getting our hands ona 
good, playable Spawn. Virtually, that is. 


We don’t like: Having to unlock Seung 
Mina and Sophitia. 


Dev.: BioWare Pub.: LucasArts 


We like: Choices that affect your 
appearance, possible Jedidom. 


We don’t like: Occasional graphical 
glitches, but they’re pretty minor. 


Dev.: Starbreeze Studios Pub.: Vivendi Universal 


We like: Astonishingly palatable voice 
acting, motion capture, and detail. 


We don’t like: Kung fu-style dubs— 
unless we’re watching kung fu movies. 
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Dev.: Remedy Pub.: Rockstar Games 


We like: Bullet time and hard-boiled stuff. 
You know, like eggs and cops. 


We don’t like: How quickly it’s all over— 
although preferable to the alternative. 


Dev.: Big Blue Box Pub.: Microsoft 


We like: Freedom to be who we want, 
and going fishing. 


We don’t like: Uninspired boss battles, 
some lame puzzles, and controller issues. 


Dev.: Ubisoft Montreal Pub.: Ubisoft 


We like: Hyper-realism in our tactical 
shooters. And saying the word ‘tactical’. 


We don’t like: Being cussed at by h4xOrs 
two states, and thirty IQ points away. 


We like: Tweaking our rides out with endless options (custom window tints? Sure. 
Electronic Bondo in action) and not having to worry about five-oh. 


We don’t like: Quantum collisions, occasionally iffy framerates, and an endless 
supply of money. Bet you never thought you’d hear that, huh? 
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Dev.: Wow Entertainment Pub.: Sepa 


We like: That it’s 20 bucks and sports sick 
online tricks. 


We don’t like: That it’s sort of an updated 
version of last year’s game. 


Dev.: Dice Pub.: Microsoft 


We like: Being out in nature, so long as 
it’s in a car and contributing to erosion. 


We don’t like: That there never seem to 
be any stereos in these things. 
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Dev.: Bizarre Creations Pub.: Microsoft 


We like: Seamless, sensible integration 
with Xbox Live, even in single player. 


We don’t like: Relentless A.|. opponents 
and strictly stock options for your ride. 


Dev.: Maxis Pub.: Electronic Arts 


We like: A so-called life that’s more 
exciting and fun than our real lives. 


We don’t like: Watching an incontinent 
little computer person have an “accident.” 


Dev.: Electronic Arts Pub.: Electronic Arts 


We like: Twelve thousand freaking 
players! Oh, and passing and stuff. 


We don’t like: That soccer games don’t 
get the attention they deserve. 


Dey.: Swingin’ Ape Studios Pub,: Vivendi Universal 


We like: Unrepentant cutesiness, as long 
as it’s accompanied by good gameplay. 


We don’t like: No online support—not 
even a little. 


Dev.: Electronic Arts Pub.: Electronic Arts 


We like: Gratification, immediate and in 
the form of distilled dunking debauchery. 


We don't like: Graphics polish which isn’t 
quite up to par with its contemporaries. 


Dev.: Power and Magic Pub,: Microsoft 


We like: Tennis games that are really 
RPGs in drag. Shh! Don’t tell. 


We don’t like: Reading about tennis. 
Unless DF Wallace is doing the writing. 


Dev.: Electronic Arts Pub,: Electronic Arts 


We like: Being electronically dissuaded 
from ever stepping into a ring ourselves. 


We don’t like: Having to wait this long 


t for a boxing game that’s not a masher. 


Dev.: Electronic Arts Tiburon Pub.: Electronic Arts 


We like: Exacting, demanding, and 
rewarding improvements over last year. 


We don’t like: An online component that 
is only just adequate. 


Dev.: Electronic Arts Pub.: Electronic Arts 


We like: Cinematic and lavishly produced 
videogame excellence. 


We don’t like: Feeling like we’re being 
talked down to. 


Dev.: Electronic Arts Canada Pub.: Electronic Arts 


We like: Shammie-shams, heads or tails, 
cook ’ems, foie gras, and getting bent. 


We don’t like: Not being able to listen to 
ABBA or Morbid Angel while dunking. 


Dev.; Midway Pub.: Midway 


We like: 1-on-1 matches in exotic 
locations with our dunking avatars. 


We don’t like: 1-on-0, 0-on-1, or 0-on-0 
offline solitude. 
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Dev.: Neversoft Pub.: Activision 


We like: Story modes with actual stories 
and unlockable goodies strewn about. 


We don’t like: That we can’t seem to 
find a game sans bullet time these days. 


Dev.: Electronic Arts Pub.: Electronic Arts 


We like: Venting our frustrations on 
scrubs like the Tulsa Drillers. 


We don’t like: Having to unlock vintage 
outfits—what’s up with that? 


Dev.: Smiltebit Pub.: Sega 


We like: Being on rails—when the rails rule 
this much. Prequels don’t hurt, either. 


We don’t like: Confined spaces with willful 
cameras and tough enemies. 


Dev.: Konami Pub.: Konami 


We like: As much Metal Gear as we can get 
our grubby little meat hooks on. 


We don’t like: Slowdown that has no earthly 
business in an Xbox game. 


NCAA Football 2005 
Dev.: Electronic Arts Pub.: Electronic Arts a= - 
> 


We like: Adaptive (comparatively), 
intelligent opponents who hold grudges. 
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We don’t like: Very many other NASCAR 
games. 


Dev.,; Electronic Arts Pub.: Electronic Arts 


We like: Series that haven't started to We like: Finally getting to play an EA game on Xbox Live. Retaining our electronic 
suck. Quite the opposite, actually. composure while getting booed in an away game. 

We don’t like: Sounding like a broken We don’t like: Commentators who irritate and are strangely...er, homoerotic. 
record, but we’d really like SSX on Live. Seriously. Listen to it. 


Dev.: Visual Concepts Pub.: Sega Dev.: Electronic Arts Pub.: Electronic Arts 
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We like: Having the option to train Se We like: Having a face-off playbook and 
g — y 


players in leadership, Pilates, or yoga. 


We don’t like: Playing in front of crowds 
of 70,000 that have a combined IQ of 35. 


control on the open ice. 


We don’t like: Wack views that each 
interfere in their own special way. 
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Dev.: Ubisoft Pub.: Ubisoft 


We like: Charm, grace, Rastafarian 
rhinoceroses, and photojournalists. 


We don’t like: Insta-Boss® brand final 
bosses and letdowns at the end. 


Otogi 2: Immortal Warriors 
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We like: When gods battle it out and their endeavors are endowed with the luster 
that comes only from developers demonstrating genuine fondness for their labors. 


We don’t like: That despite its brilliance, Otogi 2 will suffer the same commercial 
fate of its predecessor. 
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Dev.; lon Storm Pub.: Eidos 


We like: Newtonian mechanics made 
flesh. And consequences. Sometimes. 


We don’t like: The idea of 
predestination. 


” 
o 

Order Seeher, Weare so fortunate that Her Holiness found us 
‘ore Dumler could invade our spirits with such ruthless 

and selfish competition, 


Dev.: Ubisoft Pub.; Ubisoft 


We like: New online features, complete 
with squad-permission-level discipline. 


We don’t like: Being sold incremental 
improvements for the price of a full game. 


Dev.: lon Storm Pub.: Eidos 


We like: Sneaking around in the shadows. 
Hiding in shadows. Shadows in general. 


We don’t like: Not being able to see our 
hands in front of our faces. 


Dev.: Pandemic Studios Pub.: THQ 


We like: Unparalleled military 
authenticity, courtesy of your tax dollars. 


We don’t like: Our pawn’s-eye view 
interfering with the real action. 
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Dev.: Arc System Works Pub.: Majesco 


We like: Online 2D brawling done right, 
without concessions and with depth. 


We don’t like: The kibosh put on our mad 
turtling skills with attack meter drains. 


Dev.: Blue Shift Pub.: Sega 


We like: Exhaustive research and 
attention to detail. 


We don’t like: A franchise mode that’s 
detail-heavy to a fault. 


Dev.: Revolution Pub.; The Adventure Company 


We like: Any videogame with the Knights 
Templar in it. 


We don’t like: Poverty, chastity, 
obedience. Okay, maybe obedience. 


Dev.: Midway Pub.: Midway 


We like: Crushing foes who would call 
our psychic powers wussy. 


We don’t like: Banality in all of its forms, 
especially in contrast to good gameplay. 


We like: Authenticity and believability in a motorcycle videogame, Gran 
Turismo style. 


We don’t like: Unforgiving, if occasionally spectacular, physics and plain-old 
difficulty. 


Dev.: Pandemic Pub.: LucasArts 


We like: Having action-figure battles the 
way they were meant to be played. 


We don’t like: Stump-dumb Al essentially 
requiring an Xbox Live account. 
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“With this new action-adventure Scrapland, American McGee is well on 
his way to becoming the PC-gaming equivalent of Alfred Hitchcock... 
He's stamping his brand on the game: quirky and Original.” -PC Gamer 


"combine the open-ended exploration of Grand Theft Auto with 
fast-paced online and offline racing and shooting." -GameSpot 


“Scrapland is destined to become one of this years most entertaining and 
refreshing games." -Game Chronicles Magazine 
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